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This chapter introduces you to the team you’ll command, the weapons and tools you’ll use, and the game modes you’ll play. Read 
it all to get a better grasp on Tom Clancy’s Rainbow Six: Lockdown. 




During a covert operation in 
Colombia, Chavez rescued his 
team from captivity. 

Founding member of Team 
Rainbow. 

He has a master’s degree in 
international relations. 

John Clark’s son-in-law. 


Team Bios 


• After her college graduation, Renee 
Raymond joined the U.S. Army. 


• Served in Kuwait. 


• Recruited into psychological 
operations, then deployed to 
Bosnia where she served 


with distinction. 


• Trained with Delta Force. 



EDDIE PllIC 


Price served in the 22nd Air 
Service at Hereford. 


Highly trained in close- 
quarters combat. 


Specialized in hostage rescue 
and counter-terrorism. 


Spent time in Northern Ireland 
with the 14th Intelligence 
Company. 



At 19, Yacoby enlisted in the 
Israeli Army. 

Transferred to Sayeret Mat’kal, 
Israel’s counterterrorism unit. 

Recruited by Mossad, where she 
specialized in infiltration. 

Spent two years in deep 
cover, gathering intel behind 
enemy lines. 



After distinguishing himself in 
the Egyptian Army, Murad joined 
Unit 777, Egypt’s counter- 
terrorism team. 


Cross-trained with 
members of GIGN and 
the SAS. 


Led the successful rescue 
of diplomats at the U.S. embassy 
in Cairo. 



Pak joined the South Korean 
Army and was accepted into the 
707th Special Mission Battalion. 

Pak became the only inductee 
to exceed every one of the 
brutal physical tests during 
training. 
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• After a tour of duty with the 
Canadian Army, McAllen joined 
S.E.R.T., an elite counterter- 
rorism unit. 

• Later joined JTF-2, a Canadian 
spec-ops team. McAllen is 
regarded as the world’s 
foremost demolitions 
expert. 



After making a fortune in the 
private sector, Lofquist joined the 
Stockholm police as a surveillance 
expert. 

Tests indicate she has a genius- 
level IQ. 


Lofquist has four doctorate 
degrees and numerous patents 
to her name. 



After service in the French 
Parachute Division, Louis 
Loiselle was detailed to DGSE, 
the French intelligence agency. 

Conducted espionage 
throughout Europe. 

An expert with numerous 
rifles and pistols. 



Army’s Bergfuhrer schools and 
excelled while enduring some of 
the toughest regimens in the 
world. 


DIETER WEB 


Later joined GSG-9, Germany’s 
elite counterterrorism team. 


• Weber trained at the German 



Weapons and Gear 


Your weapon choices in Tom Clancy’s Rainbow Six: Lockdown 
are extensive — so extensive, in fact, that they can be a little 
overwhelming at first. The following review of weapons and 
gear will help you pick the equipment that’s right for your style 
of play. 


xii» 

/ The weapons tips in this chapter are geared toward solo or co-op 
j campaign missions — not adversarial multiplayer. Check out the 
Multiplayer Tips section for that information. 


’’mmmmrn ExplanatloH of Weapon Characteristics 

Weapons are rated in the following areas: 

Damage: Damage is a rough measure of how many 
successful body shots are necessary to drop an enemy. 
[Head shots are always lethal.) High-damage weapons kill 
in one to two body shots; Medium-damage weapons kill in 
two to four shots; Low-damage weapons kill in four to six 
(or sometimes more) shots. 

Accuracy: Accuracy is a measure of how small the 
targeting reticle is [and therefore, how straight your 
shot is) when you’re standing still and holding the weapon 
steady. Weapons with High accuracy are suitable for 
sniping and long range combat; Medium accuracy is 
adequate for close to medium-range battles; Low 
accuracy is useful only for short-range shootouts. 

Maneuverability: Maneuverability is how much the 
targeting reticle grows when you aim from side to side. 
For example, if you quickly spin around, the reticle of a 
Low maneuverability weapon grows huge. You have to 
wait a moment for the reticle to shrink, if you hope to 
get off an accurate shot. A High maneuverability 
weapon’s reticle won’t grow much when you spin or 
adjust your aim, so you can start firing semi-accurate 
shots right away. 

Recoil: Recoil is the only stat where lower values are 
better. Low-recoil weapons don’t kick much when you fire 
them — so the targeting reticle doesn’t grow much after 
you take a shot. High-recoil weapons kick a lot, so if you 
fire multiple shots in quick succession, they get very 
inaccurate very quickly. The solution is to pause briefly 
between shots when using a high-recoil weapon. 
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Explanation of Weapon Characteristics 

(continued) 

Ammo Capacity: Ammo capacity is listed as two numbers 
divided by a slash. The first number is the amount of ammo 
held in the chamber or clip; the second is total ammo 
capacity. So for example, with a 20/300 weapon you can 
fire 20 rounds before having to reload, and your total ammo 
capacity is 300. If a gun can handle a high capacity 
magazine attachment, a second set of numbers in paren- 
theses represents the weapon’s stats when using the high 
capacity magazine. 

Attachments: Each capital letter represents an attachment 
that can be used with the weapon. Possible attachments 
include red dot [R), scope [S], high capacity magazine [H), 
and suppressor [U). 


Weapon Attachments 

Attachments are tools that you attach to a gun to modify its 
performance. 

There are four weapon attachments to choose from, each 
with its own characteristics. Not every weapon can use every 
attachment; refer to the weapon tables to see which guns can 
use which attachments. 





If you press the Zoom button while 
holding a typical weapon, you raise the 
gun and use “iron sights” targeting (in 
other words, you look down the gun 
barrel and use the metal notches to 
improve your aim). This technique 
increases accuracy but prevents you from running. 


TU» 

f Scopes are also useful for reconnaissance. Look through your 
'< scope to get a good look at far-away terrain. 


In our opinion, the scope is the most generally useful 
weapon attachment for campaign missions. 


Red Dot 



The red dot attachment is a special 
scope that, unlike the standard scope, 
does not magnify your target. It does, 
however, provide a big increase in 
accuracy [providing that you’re actually 
looking through the scope; there’s no 
accuracy benefit if you’re holding the weapon at your side). 



Like the standard scope, the red dot attachment restricts your 
field of view somewhat while you’re using it. But the increased 
accuracy is more than worth the small sacrifice in peripheral vision. 



The high capacity magazine increases a weapon’s clip size while 
decreasing the total amount of ammo carried. For example, let’s 
say you have a pistol with an eight round clip, and a 300 bullet 
total ammo capacity. Put a high capacity magazine on that pistol, 
and the clip size doubles to 1 6 — but the total bullet capacity is 
reduced to 250. 


Pistols are unique, because you may run while using them in iron 
' sights mode. No other weapons allow this. — 


If your weapon is equipped with a scope, however, you look 
through an optical piece instead of down the barrel. The 
scope restricts your field of view somewhat, but it also 
magnifies the target and increases your gun’s accuracy. As a 
result, you are much better able to target foes at long range, 
and it’s much easier to aim for specific body parts [in 
particular, the head). 


4 


Why bother with the 
high capacity magazine? It 
can mean the difference 
between life and death 
when fighting up close. For 
example, let’s say that 
three enemies charge 
toward you simultaneously. 
You shoot first one several 
times with the eight-shot 
pistol described earlier, eliminating him. You shoot the second one 
several times as well; he’s a goner. But now your clip is empty 
[remember, it’s an eight-round clip) and you have to reload. But 
chances are, you don’t enough have time to reload; the third enemy 
will gun you down while you’re shoving more bullets into your gun. In 
this situation, a high capacity magazine could have saved you. 



Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 






The T^ain^ the Thols^ and the Modes 



A suppressor, also known as a silencer, muffles the sound of 
your weapon. This makes it easier to sneak up on enemies that 
would otherwise come running at the sound of your fire. 


In addition to suppressing noise, a 
suppressor has a couple other effects 
on weapon performance. First, it 
reduces weapon damage. Why? To 
silence the weapon, the suppressor 
has to reduce the bullet’s velocity somewhat. That reduces 
damage. 

But on the plus side, the suppressor lengthens the weapon’s 
barrel, adding a little bit of extra accuracy. 




Primary Weapons 

Each team member may carry one primary weapon, one secondary weapon, and two items. 

Primary weapons are bigger, bulkier, and frankly better than secondary weapons. Their increased size tends to make them more 
accurate and powerful than their smaller counterparts. That’s not to say that secondary weapons aren’t useful. But throughout a 
typical mission you’ll be using your primary weapon most of the time. It’s the most important thing you’ll carry. That’s why it’s 
important to choose the right one. 

Assault Rifles 

Assault rifles are large, heavy, powerful weapons. They are, in our opinion, the most versatile weapons in the game. By that we 
mean they’re suitable for combat at any range; when you’re carrying an assault rifle, you aren’t restricted to fighting at one 
particular distance. 


r 

Weapon 

Damage 

Accuracy 

Maneuverability 

Recoil Ammo Capacity 

Attachments 

Notes 


9A-91 

Medium 

Medium 

Medium 

Medium 

20/450 (100/400) 

RSHU 

Versatile but statistically average 
Russian assault rifle; no great strengths 
or weaknesses 


A2 Para 

Medium 

High 

Medium 

Medium 

30/450 

RSU 

Strange-looking Austrian design; high 
accuracy makes it a keeper 

-Jj.— I,-— 1 "ll-v 

AIV-94 

High 

High 

Low 

Medium 

30/450 

RS 

Very potent for shooting from fixed 
positions; a bit weak for running 
and gunning 


■■ 

AS9 

Medium 

Medium 

Medium 

Medium 

20/450 (100/400) 

RSH 

Looks average at first glance, but comes 
with built-in suppressor; allows you to 
effectively take two attachments 
(suppressor + your choice) 



FA-V3 

Medium 

High 

Medium 

Medium 

30/450 

RSU 

Very good French rifle; good for sniping 


M36c 

Medium 

High 

Medium 

Medium 

30/450 (100/400) 

RSHU 

High-quality, accurate, versatile 


M8 Compact 

Medium 

Medium 

High 

High 

30/450 (100/400) 

RSHU 

High maneuverability makes it good for 
run-and-gun, up-close fighting 


MTAR-21 

Medium 

Medium 

High 

Medium 

30/450 

RSU 

Another good run-and-gun choice 

_ 

SA58 

High 

High 

Medium 

Medium 

30/450 

RS 

Extremely damaging; excellent choice for 
any application 



SR-4 

Medium 

High 

Medium 

Medium 

30/450 (100/400) 

RSHU 

Versatile and accurate; another 
quality choice 


T-97 

Medium 

High 

Medium 

Medium 

30/450 

RSU 

Chinese-made weapon, statistically 
similar to SR-4 

J 
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We think assault weapons are a great choice for any campaign mission. They allow you to snipe at long range, and that gives 
you a potent edge. 

We favor the rifles with the highest damage and accuracy: the AN-94 and the SA58. These guns aren’t too good for walking or 
running while shooting, but once you’ve settled into place, they’re devastating. 

If your playing style calls for a little more movement and up-close fighting, maneuverable rifles such as the MS Compact and the 
MTAR-21 are good choices. 

Finally the AS9 deserves special mention for having a built-in suppressor. You can tack another attachment onto the gun in 
addition to the suppressor — so for example, you could have a silenced gun with a scope. The result is a unique stealth sniper 
weapon that’s a lot of fun to use. 

Submachine Guns 

Submachine guns are smaller and more maneuverable than assault rifles. 

Submachine guns are typically inferior to assault rifles for long-range combat, because their accuracy is not stellar. Their power 
is not high, so they seldom kill with a single shot. So why use them at all? Their big advantage comes when you’re forced to shoot 
on the run; submachine guns’ high maneuverability and low recoil allow you to shoot with relative accuracy while on the move, or 
while quickly adjusting your aim. This gives you the edge in short-range fights where one or both parties are moving. 



Weapon 

Damage 

Accuracy 

Maneuverability Recoil Ammo Capacity 

iiiiiB 

Notes 


90TR 

Low 

Medium 

High 

Low 

50/450 

RSU 

Belgian SMG with great base ammo 
capacity 


MP5/10 

Medium 

Medium 

High 

Medium 

30/480 (100/400) 

RSHU 

The most powerful SMG and versatile 
too; almost a SMG/assault rifle hybrid 


MP5SDG 

Low 

High 

Medium 

Low 

30/480 (100/400) 

RSH 

The most accurate SMG; can be used 
like a light assault rifle 


MP7 

Low 

Medium 

High 

Low 

40/480 

RSU 

Typical SMG with good base ammo 
capacity 


PP-M1 

Low 

Medium 

High 

Low 

32/480 (100/400) 

HU 

Specialized weapon with no accuracy 
attachments; good for close-up work 

U 

SP M4 

Low 

Medium 

High 

Low 

50/450 (10/400) 

HU 

Italian-made SMG; great base ammo 
capacity 

W 

TM 41 

Low 

Medium 

High 

Low 

30/480 

RSU 

Very representative SMG; no great 
strengths or weaknesses 


UM9 

Low 

Medium 

High 

Low 

30/480 (100/400) 

RSHU 

German weapon with good versatility 

L : 

Uz9 

Low 

Medium 

Low 

Low 

32/480 

RSU 

Iconic Israeli firearm; a bit dated 
these days 

J 


Submachine guns are more suited to highly mobile multiplayer situations than to single-player campaign missions. However, you can 
definitely get through a campaign mission with these; it’s just a bit more of a challenge. 

When using a submachine gun in a mission, bear in mind that you’ll probably go through lots of bullets. That’s due both to these 
guns’ low power and their typically mediocre accuracy. Choose your secondary weapon carefully, because you’ll likely have to use it. 
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Heavy Machine Guns 

Heavy machine guns are built for one task: Throwing out huge amounts of hot lead, quickly. They tend to be powerful and fast- 
shooting, but inaccurate, and are best used at medium to short range. 


The heavy machine gun is at its best when a pack of enemies charges toward you. It has the ammo capacity and rate of fire to 
mow down any number of opponents. 


r 


Weapon 

Damage 

Accuracy 

Maneuverablllt 

V Recoil 

ill 

Ammo Capacity 

Attachments 

1 

Notes 



M249SPW 

Medium 

Low 

Medium 

High 

200/800 

— 

Excellent ammo capacity lets you shred 
enemies at close range; big recoil limits 
accuracy 

.1 

> 

M60E4 

High 

Low 

Low 

Medium 

100/800 

— 

Extremely damaging weapon; unwieldy, as 
you would expect 

-t: 

— 

M73E 

Medium 

Medium 

Low 

Medium 

150/750 

RS 

Best accuracy of any heavy machine gun; 
scope or red dot possibilities makes it 
versatile 

L 


U100MK3 

Medium 

Low 

Medium 

Medium 

100/800 

RS 

Another fairly versatile machine gun 

J 


When picking a machine gun, consider your goals. If you want a somewhat versatile weapon, go for the M73E or U100MK3. 
They share some characteristics with lighter weapons such as assault rifles, and can take a scope or red dot attachment. This 
allows them to be used at longer range than the others. 

On the other hand, if you’re going for brute power, try the M249SPW or M60E4. The former can destroy opponents with its 
huge reservoir of ammo, while the latter deals the best per-bullet damage of any heavy machine gun. 


When picking a machine gun, consider your goals. If you want a somewhat versatile weapon, go for the M73E or U100MK3. 
They share some characteristics with lighter weapons such as 
assault rifles, and can take a scope or red dot attachment. This 
allows them to be used at longer range than the others. 

On the other hand, if you’re going for brute power, try the 
M249SPW or M60E4. The former can destroy opponents with its 
huge reservoir of ammo, while the latter deals the best per-bullet 
damage of any heavy machine gun. 


XU* 

While we prefer assault rifles as the primary weapon for campaign 
missions, heavy machine guns can be a fun choice as well. You 
I sacrifice long-range sniping ability, but these guns’ power is 
I excellent, and the huge ammo capacity means you don’t need to be 
‘ particularly careful about conserving your bullets. 


Shotguns 

Shotguns are notoriously inaccurate at long range; they fire a spread of pellets that gets wider and wider with distance, making it 
nearly impossible to score a clean hit from afar. 

A shotgun’s true strength lies in close-range encounters. If an enemy pops up right in front of you, a single blast from a shotgun 
is usually all it takes to lay him low. In situations such as these, the shotgun is king; it tends to trump any other kind of weapon. 



Weapon 

Damage 

Accuracy 

Maneuyerability 

Recoil 

Ammo Capacity 

Attachments 

Notes 

■=J- 'n- ^ 

AS 12 

High 

Low 

Low 

High 

20/360 

RS 

Automatic shotgun spews hot lead very 
quickly; excellent ammo capacity 


M1S 90 

High 

Medium 

Medium 

High 

6/360 

RS 

More accurate and maneuverable than 
most shotguns; low ammo capacity 


SPS 12 

High 

Medium 

Medium 

High 

8/360 

RS 

Good accuracy and maneuverability, with 
decent ammo capacity 

■Li - 

SPS 15 

High 

Low 

Medium 

High 

6/360 

RS 

Very standard shotgun; good 
maneuverability 

* i 

SW 12 

High 

Low 

Low 

High 

12/360 

■ 

Automatic, like the AS12, but lower 
ammo capacity 

J 
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Shotguns are essentially short-range weapons, though most can 
mount a red dot or scope to enhance their effective ranges somewhat. 

Shotguns are a poor choice for shooting rapidly or on the move, 
because they tend to have huge recoil and poor maneuverability. 
They’re best when you can unload a single shot into a nearby 
opponent; in those situations, most enemies won’t stand a chance. 

The M1S 90 and SPS 12 are good choices if you want a semi- 
versatile shotgun. They’re more accurate than you might expect, s 



l/l/e prefer the red dot over the scope on shotguns. To us, a scope 
on a shotgun is a bit silly; why zoom way out when the weapon 
itself isn’t accurate to that range? Still, a scope on a shotgun can 
be an effective scouting tool. Just remember that you aren’t 
carrying an ultra-accurate weapon, and what looks like an easy 
shot through the scope may not be. 


you can use them at longer ranges. 


□n the other hand, if you want to fully embrace short-range stopping power and forget about range, we like the AS 12 for its 
huge ammo capacity. The ability to quickly unload 20 shells with an automatic shotgun... well, let’s just say that it’s formidable. 


Grenade Launcher 


The grenade launcher is a truly unique weapon. It accurately fires powerful grenades that explode on contact, taking out anyone 
within a limited blast radius. If your enemies are tightly packed, you can take out several of them with a single shot. 











Weapon 

Damage 

Accuracy 

Maneuverability Recoil 

Ammo Capacity 

Attachments Notes 

L. 

— 

GL69A 

High 

High 

Medium High 

1/29 

— Unique; devastating to a wide radius; 

very limited ammo; take care not to 
injure yourself ^ 


There are downsides to the grenade launcher. The splash damage 
from grenades is dangerous both to you and your teammates; if 
an enemy pops up three feet away, and you reflexively squeeze the 
trigger, both you and the enemy will likely end up in a pile of 
mismatched body parts. 

The biggest downside, though, is the limited ammo. While this 
isn’t a huge deal in multiplayer games (where you’ll be lucky to 
survive long enough to run dry!) it’s tough to sustain a long single- 
player mission without running out of grenades. 


Til* 

If you’re using the grenade launcher as a primary weapon in a 
campaign mission, you’ve made an interesting [and potentially fun) 
choice. Try to save the grenade launcher for fighting groups of 
enemies; use your secondary weapon when dealing with loners or 
up-close foes. 

Be especially aware of your team, as it’s very easy for grenades 
to injure them during an intense firefight. a 


W2Q00 Sniper Rifle (Multiplayer Only) 

The W2000 sniper rifle is available in multiplayer games. If classes are enabled, it's selectable only by the specialized sniper class. If 
classes are disabled, anyone can use it. (The sniper rifle may be used in cooperative multiplayer modes as well as adversarial modes.) 




Weapon 

Damage 

Accuracy 

Maneuverability Recoil 

Ammo Capacity 

Attachments Notes 



W2000 

High 

High 

Low Medium 

10/360 

— Available only in multiplayer; no 

attachments, but has a built-in scope; 
one-hit kills when using the scope; a 
devastating weapon in the hands of a 
skilled player 

J 


This weapon is the sniper’s entire reason for being, and as you 
might expect, it’s extremely potent. Its powerful zoom lets you 
shoot with pinpoint accuracy, and its high-gauge bullets let you 
score one-hit kills when you’re using the scope (though power is 
decreased if you fire from the hip). The only disadvantage is that 
this isn’t a good close-range weapon. But then again, that’s what 
your secondary weapon is for. 


mvni 

A skilled sniper can wreak havoc in multiplayer games. If you’ve got ^ 

L good aim and can stay cool under fire, the sniper class is an 
excellent choice. 


Secondary Weapons 


It’s possible to go through an entire mission without once drawing your secondary weapon. However, there are several excellent 
reasons why your secondary weapon still matters: 


• Your primary weapon, while powerful, has limited ammo. A secondary weapon lets you get through a mission even if your main 
gun runs dry. 
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• If you’ve chosen a particularly specialized primary weapon (such as a shotgun), a secondary weapon with different character- 
istics can give you flexibility. 

• Some tasks, such as shooting out windows, don’t require accuracy. Use your secondary weapon for these, rather than wasting 
the primary weapon’s ammo. 

Secondary weapons are especially important if you fire indiscriminately and burn through ammo, or if you took the grenade 
launcher [with its ultra-limited ammo capacity] as your primary weapon. 


Pistols are a good choice for secondary weapons. They’re best suited for the player who prefers to fire discrete, carefully aimed 
shots rather than a steady spray of lead. 

Pistols are not terribly accurate when compared with most primary weapons, but they’re as accurate as secondary weapons 
get, and their high maneuverability makes them good for firing on the run. Because you can run while zoomed in with a pistol [a 
unique feature among all weapon types), the pistol becomes an attractive choice for anyone who likes fighting on the move. 


r 

Weapon 

Damage 

Accuracy 

Maneuverabilit 

I J LVJ 1 1 1 

V Recoil 

Ammo Capacity 

Attachments 

Notes 

— ^ 

5-7 

Low 

Low 

High 

Low 

20/300 (40/250) 

HU 

Limited power more than offset by huge 
ammo capacity and low recoil 


DE 357 

High 

Low 

High 

High 

9/300 (18/250) 

High 

Extremely powerful but high recoil; 
silencer not an option 

- 

G19 Compact 

Low 

Low 

High 

Low 

10/300 (20/250) 

HU 

Limited power but good ammo capacity 
and low kickback 


M9 

Low 

Low 

High 

Low 

15/300 (20/250) 

HU 

Another low-power, low-recoil weapon 
with great ammo capacity 


MEU[SOC] 45 

High 

Low 

High 

High 

7/300 (14/250) 

High 

Like the 5-7, a power pistol with lots 
of kick 

L 

U40 

Low 

Low 

High 

Low 

13/300 (26/250) 

HU 

Good all-around weapon 

J 


As the stats reveal, there are basically two types of pistol: Low power with low recoil, or high power with high recoil. Which 
style is best? At the risk of waffling, that really is a personal choice. The high-power pistols are best if you like to line up discrete 
shots and fire one at a time; the low-recoil pistols give you more shots, more quickly, because you don’t need to wait for the recoil 
to die down after each trigger pull. Experiment with the pistols to see which type you prefer. 


Machine Pistols 

Machine pistols might seem like an obvious choice over standard pistols. Why take a semi-automatic weapon when you can take a 
fully automatic one? 


The answer is accuracy. Machine pistols fire a steady stream of bullets but have fairly high recoil, so after the first bullet your 
shots aren’t going to be very accurate. 



Weapon 

Damage 

Accuracy 

Maneuyerability 

Recoil 

Ammo Capacity 

Attachments Notes 


CM 11/9 

Low 

Low 

High 

Medium 

32/300 

— Best ammo capacity among machine 

pistols 

f ^ 

CZ-61 

Low 

Low 

High 

Medium 

20/300 

— Typical machine pistol; low power and 

accuracy but high rate of fire 


PP-2K 

Low 

Low 

High 

Medium 

20/300 

— Very similar to the CZ-61 


L I J 


Machine pistols tend to be better than regular pistols at extremely close range. At longer range, you’re usually better off with a 
pistol. Decide what fighting style you’re after, and make your selection accordingly. 
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Shotguns (Secondary) 

Secondary shotguns are small, sawed-off weapons that are quite unlike their primary cousins. They have low ammo capacity and 
aren’t worth much in medium-range fights — to say nothing of long range! But they’re hard to beat for sheer point-blank killing 
power. If you encounter an enemy face-to-face, these weapons give you a great chance of emerging victorious. 









Weapon 

Damage 

Accnracv 

Manenverahilitv 

Recoil 

Ammo Capacity 

Attachments Notes 


MG 7 

High 

Low 

High 

High 

5/270 

— Wildly inaccurate but great stopping 

power at close range 

r ~ 

L. 

Shorty 500 

High 

Low 

High 

High 

3/270 

— Much like the MG 7, but lower ammo 

capacity 

J 


Of the two weapons, the MG 7 is preferred for its higher ammo capacity. 


Grenades and Breaching Gear 

Each team member may carry two items. You may select from 
a variety of grenades and breaching gear. Here’s a look at 
what’s available. 

Grenades 



The next chapter takes a slightly closer look at grenades and 
makes recommendations on which to carry. For now, here’s a 
table that reviews each grenade’s capabilities, pluses, and 
minuses. 


Breaching Teels 



The two available breaching tools are the hammer and 
breach charge. We recommend that your team carry at least 
one of each. 


DDEAPuinip rnni c 


r 

Tool 

— N N f 1 1 y ■ M ill w 1 1 1 1 1 

PInses 

Minnses 

Hammer 

Opens locked doors; reusable 

Won’t open fused doors 

Breach Charge 

Opens all doors, including fused; 

Is not reusable 

L 

damages enemies on other side 

J 





PInsos 

1 

Minnses 

Flashbang 

Non-lethal 

Temporarily blinds 
everyone in blast radius 

Deals no permanent 
damage 

Frag 

Lethal 

Great for rooting 
enemies out of cover 

Can hurt self or team 
with poor throw 

Phosphorus 

Lethal 

Anything inside the 
blast radius is 
ignited 

Can hurt self or team 
with poor throw 

Smoke 

Non-lethal 

Provides cover when no 
cover exists; good for 

Enemies can benefit 
from the cover as well 

L 


crossing open areas 

A 


NOTE 

If at least one team member carries a shotgun, you may also 
order him or her to blast open a door with the shotgun. 
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The T^ain^ the Thols^ and the Modes 


Single-Player Game Medes 

Tom Clancy’s Rainbow Six: Lockdown features several different 
single-player game modes. Here’s a brief review of them all. 


Reverse Terrorist Hunt is the same as Terrorist Hunt, 
except that instead of starting at the mission start point, 
you start at the endpoint and work your way back toward 
the start. This gives you a somewhat different perspective 
on the level. 


f Multiplayer game modes are covered in Chapter 8. 




I You may choose to play Terrorist Hunt missions solo, or with an Al- 
' controlled team. 



Campaign missions are the heart of the game. You’re given a 
set of goals — typically to eliminate terrorists, free hostages, 
liberate a captured building, disarm an explosive device, or any 
combination of these objectives — and then set out to get the 
job done. 

In these missions you take direct control of the team leader. 
Ding Chavez. Also, you typically command three other members 
of the Rainbow Six team. 


You cannot give individual orders to the other team 
members. Rather, you control them as a group, telling them to 
follow you, hold a particular spot, breach a door, and so forth. 
Learning to control your team effectively is a key to success in 
these missions. 


Several players can participate cooperatively in campaign 
missions. In this case, each player takes direct control of a 
team member. Cooperative play can be even more fun than 
single-player campaign missions. 


Terrorist Hunt and Reverse Terrorist Hunt 



Terrorist Hunt missions take place on standard campaign 
mission maps. But instead of the standard campaign goals, 
you’re given one single task: Eliminate all the terrorists on 
the map. 


Lone Wolf 



Lone Wolf missions are campaign missions with a twist: You 
must complete them without a team. It’s just you against the 
terrorists, and you haven’t got anyone to breach doors, provide 
cover, or watch your back. 

To succeed in Lone Wolf you’ll need to use somewhat 
different strategies than a regular campaign mission. 

In particular, stealth becomes more important. In a 
standard campaign mission you can often avoid stealth options. 
For example, instead of avoiding or disabling a security camera, 
you can set up your team behind cover, in full view of the 
camera, wait for the alarm to go off, and then mow down 
everyone who responds to the alarm. In a Lone Wolf game you 
won’t have a team to provide fire support, so you’re usually 
better off not triggering the camera; the resulting flood of 
guards is likely to be overwhelming. Instead, sneak around and 
pick off enemies one by one. 




Tix> 

r The silencer is a worthwhile weapon modification in Lone Wolf 
missions. Consider the AS9 assault rifle — it has a built-in silencer, 
and you can also add a scope. This allows you to snipe and be 
stealthy. a 
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Tom Clancy’s Rainbow Six: Lockdown is a game of skill and 
tactics. This chapter explains the tactics and techniques that 
will help get you though every mission, regardless of the 
situation. Take this knowledge and add it to the specific infor- 
mation provided in the mission walkthroughs, and you’ll have a 
serious edge as you play through the game. 

Select Yeur Sear 

Chapter 1 gives detailed information on all weapons and gear; 
we won’t rehash all that data here. Instead, we’ll boil it all 
down to a few simple guidelines. 

Outfitting Yourself 


While you may equip the entire team to your liking, the most 
important gear is the stuff that you, personally, will carry. Here 
are a few tips on equipping yourself for a typical campaign 
mission. 

Assault Rifles 


When you equip yourself for a campaign, an assault rifle is 
always the default choice — for good reason. Assault rifles are 
powerful at every range, which gives you versatility; you aren’t 
limited to close-in combat. 

When equipped with a scope, assault rifles allow you to 
snipe. Sniping is important because: 


• Sniping allows you to start a fight without getting too deep 
into unexplored territory. For example, let’s say there’s a 
hallway with three closed doors up ahead. A single guard 
patrols the hall. You run up to gun down the guard, but 
then the three doors pop open and more guards spill out. 
Because you’re at close range, you’re very unlikely to 
defeat them all before they gun you down. On the other 
hand, let’s say you snipe the hallway guard from long 
range. Now you’re much farther away when the enemies 
appear. You’ll likely have time to gun them all down before 
they start shooting accurately at you, and you probably 
won’t get hurt. 

• Your squad is skillful at fighting close-range foes, fairly 
effective at fighting medium-range foes, and mediocre at 
fighting at long range. Because of that, if there’s sniping to 
be done, you should be the one to do it. That’s why you 
should have an assault rifle. 

Oilier Primary Weapon Choices 


Assault rifles are not mandatory; they’re simply our first 
choice for making missions easier. If you like other weapons 
and don’t mind a little extra challenge, any weapon type 
can work. 

We find that heavy machine guns are a good alternative. 
They have so much ammo that you’re unlikely to run dry during 
the mission. They’re also very powerful. 

We tend to avoid shotguns and SMGs as primary weapons 
for campaign missions, because both are limited in range, and 
we prefer sniping to close-in work. But if you relish getting 
close, both can be very effective. Just be sure to adjust your 
strategy. Whenever possible, use cover to get close to the 
opposition before initiating combat. 

The grenade launcher is lots of fun, but ammo is scarce. Be 
prepared to use your secondary weapon frequently. 








• Your foes aren’t particularly accurate at long range — at 
least, not at first. If you give them time, they’ll find their 
range and start shooting well. But their first few shots are 
likely to miss, giving you time to eliminate them. If you fight 
them at close range, on the other hand, they’re much more 
likely to hit you with their first shot. 
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Your Secondary Weapon 




We recommend pistols for secondary weapons, but really, any 
secondary weapon will do. If you use a pistol, you can hang 
back a bit, and try to aim your shots. You’ll usually have to 
shoot many times, because pistols aren’t as powerful as 
primary weapons. 

If you’re using an automatic pistol or sawed-off shotgun as a 
secondary weapon, you should fight from point-blank range. Try 
to get a piece of cover between you and your enemy, and then 
either pop out for a quick shot, or hang back and force him to 
come around the corner — and then let him have it. 


Your Gear 

You have two item slots, 
which should be filled with 
grenades. Your choices are: 
fragmentation, smoke, 
incendiary, or flashhang 
grenades. 

We like the straight- 
forward killing power of 
fragmentation (frag) 
grenades. They are best used 
when the enemy is hiding 
behind cover or around a 
corner; you can bounce a 
frag grenade into his hiding 
spot, and finish him off 
without putting yourself 
at risk. 

Incendiary grenades are 
useful for the same tasks as 
frag grenades. The main difference is that they explode in a 
fiery blast, burning the target rather than shredding him. 

Smoke grenades are non-lethal, but they create 
temporary cover that you can use to block off an enemy’s 
line of sight. 

Flashbang grenades temporarily stun everyone in the 
area. Their typical use is for room entry; toss one inside 
before entering, and any enemies inside are likely to be 
temporarily stunned. This can make an otherwise risky entry 
much safer. 

Which ones should you take? We like to take at least one 
pair of damaging grenades. The second pair can either be 
non-lethal (we recommend flashbang] — or, if you don’t care 
for those, another lethal pair. We often go with two lethal 
pairs, and leave the non-lethal stuff to our teammates. 



r Non-lethal grenades are best when you’re not quite certain where 
your enemies are. Use smoke grenades to create a cloud that 
j lets you advance without getting shot. Use flashbangs to stun 
I enemies in a general area, even if you aren’t certain of their 
u precise location. 



Outfitting Your Team 


Your team must be outfitted, just as you must. While you can 
simply leave them with their default gear, you can also tweak 
that gear to optimize their performance. 

Here are some tips and guidelines for outfitting your team: 


By default, your team is not equipped with any weapon 
modifications. You should pick modifications for the entire 
team, though, because they do benefit from those items. 
Red dot is a good modification for your teammates’ 
weapons. You’ll probably do most of the sniping for the 
team, so they don’t need scopes — but they will benefit from 
the accuracy bonus provided by the red dot. 
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one teammate 
take the hammer, 
and at least one 
other take 
breaching 
charges; this 
gives you 
maximum 
breaching 
options during 
the mission. 


In addition to grenades, your 
teammates have access to two 
breaching tools: the hammer 
and breaching charges. 

The breaching charges 
not only destroy the 
door they’re placed 
on, but also 
temporarily stun 
anyone on the other 
side. (For that 
reason we slightly 
prefer them to the 
hammer, which 
merely bashes the 
door open.) We 
recommend that 
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' We typically have two teammates carry breaching charges. That 
' way, if a team member with breaching charges gets shot down 
during the mission, someone else still has them. 


xoi li; 

When ordering the team to stand in a specific place, it’s important 
to strike a balance. If you leave them too far back, or too far 
behind cover, they can’t help you. But if you order them too far 
forward, or into a spot that’s exposed to fire from several angles 
at once, they can be shredded by gunfire. Try to pick a spot with 
some cover, but that still provides a good view of the action. 




• The best teammate weapons are fairly powerful, and also 
fairly accurate. We recommend assault rifles. 

• Heavy machine guns are good for teammates as well. 

They’re decent weapons, and they also have tons of ammo — 
so your teammates won’t run empty in mid-mission. 

• You can choose different uniforms for your teammates. 
Though it’s unconventional, feel free to give everyone a 
different uniform, so you can easily tell them apart at a 
glance. 

Multiplayer Gear 

Chapter 8 focuses on multiplayer action. Refer to it for 
weapons tips specific to multiplayer modes. 

Team Tactics 


Commanding your team is an important part of any mission. 
Here are some tips for getting the most out of your comrades. 



The default action of your teammates is to follow you. 
They’re good at following without making a nuisance of 
themselves; whenever you stop, they take up positions 
nearby, using whatever cover is available. They’re useful 
because they’ll shoot at any targets in range. Their fire 
support is particularly necessary when you’re dealing with 
multiple enemies at once. 

In most cases, simply having your team follow you ensures 
adequate fire support. However, in some cases they take up 
positions that are a little too far away to really be of help. Or, 
some of them may be standing behind a corner, where they 
can’t see the action (and therefore can’t help you much). In 
these cases, order the team to stand at a specific spot. Leave 
them there until the current threat has been dealt with, and 
then order them to follow you again. 


Avoid Being Flanked 

One of your main 
duties in any 
campaign mission is 
sniping. You’ll pick 
away at long-range 
foes, while your team 
sits nearby. They can 
usually handle anyone 
who gets too close. 
That’s important, 
because you’re 

vulnerable while you’re zoomed-in on a particular spot; your 
peripheral vision is nonexistent. You rely on your team to keep 
enemies from popping up nearby and gunning you down. 

In some terrain, it’s best to just let your team follow you. 
They’ll wait nearby, shooting anyone who comes too close. This 
is best in situations where most of your enemies will be coming 
from one direction. But other situations present a major risk of 
flanking, and in these situations you should order your team to 
a specific spot. 

For example, let’s say you’re in a room with two closed 
doors. The doors are directly opposite one another, so if 
you’re looking at one, your back is to the other. You’re pretty 
certain that there are enemies behind both doors. If you let 
your team follow you as you blast open one door, an enemy 
might pop out through the other and shoot you in the back. 
The solution is to order the team to stand in front of one door 
while you open the other one yourself. You can handle anyone 
behind your door, and the team can handle anyone that comes 
out of theirs. 



XII* 

You can make the team guard a door by ordering them to stand 
j near it — but there’s an even better way. Give an Open and Hold 
] command, but don’t give the go order. The team stacks up in front 
1 of the door, facing it, waiting for the go order. They’re now in 
y perfect position to deal with anyone who bursts through the door. 




Flanking the Enemy 

In areas with lots of cover, you can use your team as a decoy 
while you flank the enemy. 

First, engage the enemy in a firefight. [Ideally you should do 
this from behind partial cover, so your team doesn’t get shot 
up too badly.) 


u 
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Now, order your 
team to hold their 
position, and creep 
off to the left or 
right, moving from 
one piece of cover to 
the next, hiding from 
enemy view. If you’re 
skillful, you can sneak 
up from the enemies’ 
side or rear while 
they’re still shooting at the rest of your team. The result will 
be an easy kill. 


The worst thing you can do is rush fully into a large area 
with lots of enemies in lots of places. A small area, sure — you 
can clear a small room in a single, quick charge. But a big 
courtyard with lots of enemies, or a multi-level room with 
enemies placed in very different spots, can be serious trouble. 
You’ll get shot from an unexpected place while you’re concen- 
trating on the guy right in front of you. 

The key is patience. Before rushing in, make sure you know 
what you’re dealing with. Otherwise, hang back, pick away at 
anyone you can see from your current position, and then slowly 
move ahead. 

Areas with Multiple Entries 






NOTE 

I Be sure to turn around and glance up whenever you enter a new 
area. One of the trickiest situations occurs when an enemy is 
overhead and behind you. For example, sometimes you’ll enter a 
room with a balcony overhead. If the balcony circles the entire 
room, you can bet that there’s someone standing just above you, 
ready to blast you when you get to the center of the room. 


Entering New Areas 


primagames.cpm 

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


Entering a new area is always dangerous, because you don’t 
know what to expect. Here are some tips for minimizing the 
danger and improving your odds. 


Control the Angles 

The most basic rule 
for entering a new 
area is to do it slowly. 
For example, move 
forward just far 
enough to reveal an 
enemy through a 
doorway. Then gun 
him down and wait 
for more to appear. If 
none do, move 

forward again. Or, move sideways to change your viewing angle 
through the doorway, and see if you can get a clean shot at 
anyone else. 


The most dangerous 
areas have multiple 
entries. For example, 
when you reach a T 
intersection in a 
hallway, an enemy 
could be hiding on the 
left side or the right 
side of the T — or 
both. If you enter a 
room with several 
doors, enemies could appear through any of them. These are 
the places where you’re most likely to get in trouble. 

Moving slowly helps with these areas. In the case of the T 
intersection, make sure your team is beside you, then lean out 
quickly and check one side of the hall. Quickly retreat if you see 
anyone. Then do the same with the other side. Or, better yet, 
fire a few shots before entering the T, and then wait to see if 
anyone responds to the noise. 

In the case of the 
room with multiple 
doors, position your 
team to cover some 
of the doors while you 
open a different one. 

Don’t forget about 
enemies overhead. 

Some of the trickiest 
spots have balconies 
or rooftops where 

snipers can make your life miserable. Have your team stand 
nearby while you scan for snipers, as they can deal with 
ground-level foes while your eyes are on the rooftops. 
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Room Entry 


There are several ways of entering a room. Here’s a look at 
your options. 


Team Entry Orders 

If the room has a 
door, you can target 
the door and issue 
one of several entry 
commands to your 
team. 

Open and Clear 
orders your team to 
open the door and 
charge inside, guns 
blazing. It’s a good 
option if you know the 
room on the other 
side isn’t too big and 
contains only a couple 
of enemies. It’s also 
the best option if 
you’re injured but 
your team is healthy, 
and you can’t risk 
clearing the room by 
yourself. 

Open and Hold is, in our opinion, the best general-purpose 
door command. The team takes position on both sides of the 
door, opens it, and holds their ground, firing at any targets 
they can see on the other side. This command is great 
because it allows the team to lend fire support into the new 
area, but doesn’t expose them to undue risk. You won’t want 
to use this command, though, if there’s a good chance an 
enemy will attack from somewhere other than that door. 

That’s because the entire team will be focused on the door, 
ignoring everything else. 

Open and Flash/Clear makes the team open the door, toss 
in a flashbang grenade, and then clear the area. It’s safer than 
a standard Open and Clear because the flashbang temporarily 
blinds anyone inside the room. Your supply of flashbang 
grenades is limited though, so use this order only when you 
think the room will be a tough nut to crack. 

Open and Frag/Clear is like Open and Flash/Clear, except 
that your team lobs a fragmentation grenade instead of a 
flashbang grenade. This is useful if a bunch of enemies are 
packed on the other side of the door. But once again, you’re 
limited by the number of frag grenades your team is carrying. 



Open and Frag/Clear can be extremely dangerous to your team, so 
use it sparingly. A poor throw can bounce the grenade back 

L toward the team, injuring or even taking out your allies. For this 
reason alone, we don’t use the Frag command much. > 


You may also issue 
Shotgun, Hammer, or 
Breach variants of 
the orders listed 
above. In these 
variants, the team 
doesn’t just open the 
door — they use a 
shotgun, a hammer, 
or a breaching 
charge, respectively, 
to smash it open. These options give you a little extra element 
of surprise. Breaching charges are particularly powerful, as 
they can injure or kill enemies packed on the other side of the 
door. Use these options when you expect tough resistance on 
the other side. 




j' Again, we emphasize that the Hold orders are usually safer for 

i your team than the Clear orders. When in doubt, order a Hold 
rather than a Clear. 


Rooms with Two Doors 



When entering a 
room that has two 
doors, we recommend 
ordering an Open and 
Hold on one door, and 
then taking the other 
one yourself. If you 
and the team all focus 
on the same door, it’s 
entirely possible that 
an enemy will pop out 
of the other one and attack you from the side. 


Opening Doors Yonrself 

Sometimes you’ll want 
to open a door 
yourself. Maybe the 
rest of the team is 
busy holding a 
different door, or 
maybe they’re beat up 
and can’t take much 
more abuse. 

Regardless, it’s OK to 
open a door yourself, 
if you obey one simple rule. 






Stand as far to one side as possible when opening the door. 
Don’t stand directly in front of it. If you’re right in front of the 
door when it opens, you present an easy target to anyone on 
the other side. Standing off to the side, as close to the wall as 
possible, presents no angle for the bad guys to shoot you. 

Then you can lean into the doorway, or creep toward it until 
you have a shot inside. [Or, bounce a grenade through the 
doorframe.) 
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You can’t fire a weapon immediately after you open a door. There’s 
about a second of delay while you get your weapon ready. That’s 
why you’re at such a disadvantage if you stand in full view as you 
. open the door. Your enemies can shoot instantly, but you cannot. 


If the area you want 
to enter has no door, 
you [naturally] cannot 
order a door entry. In 
this case you might 
be tempted to order 
the team ahead, to a 
particular spot in the 
new area. 

This technique can 
work, but be sure not 
to move them too far forward. Also, stick close behind them. 
That way they won’t be exposed to too many enemies at once, 
and you can help bail them out if they get into trouble. 



In most cases it’s best if you’re the one peeking ahead, while 
the rest of the team covers your back. You’ll do a better job of 
spotting threats than they will. 



The Bonom Line on 
Entering New Areas 

To sum up what we’ve 
just covered: 


Use Open and Hold, 
or variants of that 
order, on most 
doors. Then slide 
back and forth to 
see different angles 
through the open 
doorway, sniping 
anyone visible on 
the other side. 

Don’t charge into 
new areas. Move 
slowly, with your 
team beside you. 
Expose one or two 
enemies at a time 
rather than letting 
a bunch of them 
see you all at once. 

If you must order the 
team ahead, don’t 
send them so far 
that they’re 
vulnerable. Keep 
them close, and 
help them out if 
they’re getting shot. 


• Breaching charges and grenades give you an edge when 
entering packed rooms. Just remember that you can hurt 
yourself as well as the bad guys when you’re using frag 
grenades. 

• Never stand in full view of a door if you’re opening it 
yourself. Stand as far to the side as you can while remaining 
in reach of the door. 

Miscellaneous lips 

Here’s a grab bag of tips and techniques that will help you get 
through each mission. 

Prioritize Enemies 



Most of your strategy 
involves limiting how 
many enemies can 
see you at any given 
time; if you’re 
constantly running 
into big groups, 
you’re probably 
rushing. Still, 
sometimes there’s no 
help for it, and you 
have to fight a bunch of foes at once. In these cases, prioritize 
your targets as follows: 


• Take down enemies with explosives first. This includes 
anyone with an RPG launcher, and anyone holding a grenade. 

• Target snipers on high levels before ground-based foes. The 
snipers have a better angle at you and are therefore more 
dangerous. Also — ^your teammates are better at dealing with 
enemies on their own level, so let them handle those while 
you take out the snipers. 

• Closer enemies are more likely to hit you than distant ones, 
so deal with them first. 

Vision Modes 

You have two special 
vision modes: night 
vision and the motion 
sensor. 

Night vision lets 
you see clearly in low- 
light situations. Use it 
whenever you’re 
having trouble picking 
out your opponents in 
the gloom. 


Brightly lit areas appear washed-out and confusing in night 
vision mode, so once you get back to an area with good light, 
switch back to regular vision. 



/ If you’re fighting in an area with both light and dark spots, you may 
! have to toggle night vision on and off based on where you’re 
K looking. 
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The motion sensor 
lets you see through 
walls, parked cars, 
and other obstacles. 
Its range is limited 
and you can’t use it 
for long before it has 
to recharge — but it’s 
an extremely useful 
tool. It’s best used 
for peering through 
walls or large obstacles and figuring out whether anyone is 
lying in wait on the other side. Then, plan your door breach or 
approach accordingly. 



TIJ* 

/ Get in the habit of checking with the motion sensor before opening 
1 any door. Knowing what’s on the other side can save your life many 


times over. 


NOTR 




Weapons show up red in the motion sensor, so it’s easy to tell 
I whether a target is hostile (armed) or civilian [unarmed). 

IL j 


Enemy Characteristics and Tactics 


Here are a few tidbits 
of information about 
typical Al-controlled 
enemies, and how to 
handle them: 



They like to use 
cover. Some of 
them will charge in 
and attack, but 
others are 
perfectly content 
to stay back behind 
cover and 
occasionally take 
shots at you. 

They can lean. An 
enemy behind cover 
will often lean out, 
fire off a shot or 
two, and then lean 
back. Be prepared 
by aiming at the spot where you expect his head to appear. 


• They get tougher in later missions. As you progress in the 
campaign, you’ll find that your enemies can take another 
body shot or two without falling. They also move a little 
quicker, so you need to be faster on the trigger. 


• They’re deadly up close. If you’re fast you can usually drop 
an enemy at close range before he fires. But if he has time 
to fire, you’ll probably get hit. 

• They take awhile to find their range. If you encounter 
enemies at long range, their first few shots will probably 
miss. Eventually they’ll figure it out, though, so either shoot 
them or hide. Standing in place just won’t work. 

• They’re both tougher and more numerous at Challenge 
difficulty. You’ll have a much rougher time if you choose to 
play a mission at the Challenge difficulty level. 

• They use grenades. The best way to avoid grenades is to not 
stand in view for long. Quickly eliminate your enemies, or 
quickly get out of their view. If you stand around for too 
long, they might produce a grenade and toss it your way. 

• They will shoot hostages. If you encounter terrorists 
guarding hostages, you must act quickly. If too much time 
elapses after your initial attack, and any of the terrorists 
are still alive, they may shoot a hostage. You need to be 
decisive when hostages are in view; you can’t hang back as 
you normally would. 

Using Grenades 

Grenades are useful tools, but you need to understand them. 

Here are a few tips: 

• The number of 
grenades you get 
depends on the 
type you choose. 

One inventory slot 
holds three frag or 
phosphorus 
grenades, or five 
flashbang or smoke 
grenades. 

• Smoke grenades take awhile to really fill an area. Give them 
time; don’t run in right after throwing them or you won’t 
have any cover. 

• Phosphorous grenades ignite anything inside the blast 
radius. That includes people, so be sure you’re nowhere 
nearby, or risk a grisly, burning demise. 

• Al-controlled enemies respond to smoke fairly realistically. In 
other words, they won’t magically see through the soft cover 
and fill you full of holes. This makes smoke grenades 
genuinely useful in campaign missions. 

• Watch the trajectory indicator to make sure a grenade will 
go where you expect it to. 

• Sometimes, if a grenade detonates near enough to a wall, it 
will damage someone on the other side. It’s important to 
realize this when clearing a room, because a short grenade 
throw can easily damage your own team. 
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The following walkthroughs, and those in subsequent chapters, 
guide you through the entire campaign of Tom Clancy’s Rainbow 
Six: Lockdown. This is the place to turn if you find yourself 
frustrated or stuck. 

If you read the walkthrough and find that you’re already 
doing what we recommend — and you’re still getting nowhere — 
don’t despair. There’s some randomness to the action in this 
game; that’s just the nature of combat. Sometimes you’ll waltz 
through a mission with ease; other times an enemy’s lucky shot 
fells you from 500 yards away. Sometimes your team is 
effective and efficient when ordered to clear out a room; other 
times they fail to notice threats and get whacked before you 
can save them. These things happen in real life, and it’s not a 
bad thing that Tom Clancy’s Rainbow Six: Lockdown has so 
much variability. Just try again, and rest assured that 
eventually you’ll get it right. 


TI1» 

/ When you run into difficulty refer back to earlier chapters if 
I necessary — especially the Tactics 101 section, which provides an 
assortment of useful combat tactics. 


Mission 1: South Africa 

Fighting has broken out in Pretoria, South Africa, and local 
security forces were not prepared. The South African president 
and his aide have been taken hostage in a local bank. Your task 
is to make your way to the bank, rescue the president and his 
aide, and get them out to the extraction zone. 

Walkthrough 

A Note on Equipment 

You can outfit your team with different equipment for every 
mission, or load them up with the same stuff every time. Your 
choices do make a difference, but the fact is that you can 
complete every mission with any equipment; it’s just a matter of 
adjusting your playing style to match your gear. Check out the 
weapon and gear info in Chapter 1 [The Teams, the Tools, and 
the Modes) and decide for yourself which pieces fit your style. 

There is, however, one thing we should point out. If you 
already read Chapters 1 and 2, you know that we have a 
strong preference for the scope. Any primary weapon with a 
scope gives you better effective range than a non-scoped 
weapon, and that’s a powerful advantage. The ability to 
eliminate threats from afar is hard to beat. Therefore, while 
you can pick any gear that you want — and you don’t need a 
scope to follow our strategies — you’ll find that our tactics are 
fairly scope-centric. You may find some shots tricky if you 
haven’t brought a scope. 

In case you prefer to not use the scope, plan on getting 
closer to the enemy than our walkthroughs suggest. Often 
this simply means standing behind a piece of cover that’s 
closer to the action, rather than hanging back at the longest 
possible range. 


mmi 


These first few mission walkthroughs contain a little extra detail, 
just to help get you started. 



I EPEmn 


(l) Insertion Zone (Start Point) 

@ Parking Deck Fifth Level Entrance 

( 3 ) Third Level Staircase Access 

(3) First Level Staircase Access 

( 5 ) Parking Deck First Level Exit (To Next Map) 



You’re dropped onto 
the fifth floor of a 
multi-level parking 
garage. Immediately 
crouch and toggle on 
running. 


f We recommend crouch-running most of the time. Refer back to the 
1 General Strategy section for more tips on optimal stance and 
^ movement speed. 


Nivni 


I You’ll see spinning white icons at various spots in this mission [and 
^ the next). Walk across them to receive basic tips on playing 
li Rainbow Six; Lockdown. 

IL j 


Advance to a purple car with a white stripe. Get behind it, 
using it for cover, and look for several enemies milling around 
at the far end of the garage. 
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XI1» 

f There are no civilians in this mission except for the president and ^ 
I his aide, who don’t show up until near the very end. So whenever 
you see someone, blast away! , 




Make sure your team is not in your line of sight, and then 
start to shoot the enemies from cover. 


mmi 

i If you don’t have a scope, you may need to advance to a 
J closer piece of cover to get a good shot. Hide behind one of 
I the other cars. 


When you’ve cleared out everyone in sight, slowly advance. 
You’re entering the covered potion of the garage. 



Cruise around the 
corner and head 
down the ramp. As 
you round another 
corner, get behind a 
yellow car and scope 
out the lower area. 
Several more hostiles 
are down the way; 
pick them off, using 
cars as cover. 


mmi 


Unless we specifically tell you to deploy your team a particular way, 
just have them follow you. They’ll lend firepower while you fight, 
making your job easier. 




Advance slowly 
after mowing down all 
hostiles. Keep an eye 
on the stairwell door 
up ahead. It will pop 
open at some point, 
and a couple thugs 
run out to attack. 

Also watch out for 
stragglers who like to 
hide behind a big, greenish van. 


Approach the open 
stairwell door. Either 
take this door or 
continue to move down 
through the ramp. 

We’ll assume that you 
take the door. 





Follow the corridor 
to a flight of stairs. 
Take them down. 
When you reach the 
door at the bottom, 
order the team to 
Open and Hold it. 


, The Open and Hold order tells your team to open the door and 
( then hold their ground, scanning for threats on the other side. This 
y is the safest technique when you suspect that there may be lots of 


enemies on the other side. 


The team will pick off one or two gunmen. When things 
quiet down, slide forward and scan through the door. Pick off 
any others you see. Then, run behind one of two big, parked 
vans and scan the rest of the immediate area. 

Move up the ramp 
toward another 
stairwell door (“L3” is 
stamped on the 
concrete beside it). 

Approach it slowly 
because a few gunmen 
are hiding behind 
vehicles along the way. 

Take this door and 
go down two flights of 
stairs. Now you’re near the bottom of the garage, and it’s very 
dark out in the ramp area. A handy tip explains how to use night 
vision. Go ahead and take the tip’s advice: Flip your night vision on. 


Peek out into the 
garage. Several 
gunmen hide behind 
vehicles. Pick them 
off whenever they 
present a good 
target. 


Advance slowly into 
the dark garage, 
moving from the 
cover of one vehicle 
to the next. Head to 
a well-lit door. But 
beware some large 
trucks on the left, 
which are excellent 
cover for holdouts. 

Take the well-lit 
door and follow the corridor to a level transition. 
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Mission i: South Africa 


Courtyard 



I EPEIUn 


(1) Courtyard Entrance (Start Point) 

(2) Courtyard Exit 

@ Downtown Entrance (To Next Map) 
(§) Sniper 



You’re now in a short 
alley leading to a big, 
open courtyard 
sandwiched between 
several tall buildings. 
The courtyard is a 
deathtrap if you run 
out into it, so follow 
our advice carefully! 



First, order the 
team to hold position. 
This keeps them from 
getting into trouble. 
Now, slowly advance 
while crouching. Pick 
off enemies in the 
middle of the 
courtyard, using the 
corner as a shield. Be 
patient: They like to 
run in and out of cover. Don’t expose yourself to more than one 
or two of them at a time. 



After you’re quite 
sure that the 
courtyard is essen- 
tially empty, order 
your team to follow 
you. Then, move 
slowly ahead. As you 
move into the 
courtyard, turn 
around. There’s a 
sniper in a window 
almost directly behind you. If you fail to deal with him, he’ll plug 
you in the back while you’re busy looking at the courtyard. 



Advance slowly 
toward the tip icon in 
the middle of the 
courtyard, using the 
big planters as cover. 
As you move forward, 
rockets blast holes in 
a couple of the big 
buildings around the 
courtyard’s perimeter, 
and several gunmen 
pop out from an alley on the left. Mow them down. 


More gunmen also appear across the courtyard. Using the 
central fountain as cover, blast them without moving too far 
forward. 


Now look for a 
second sniper. He’s 
along the same wall 
as the first one — ^just 
farther down. (Our 
map points out all 
sniper locations.) 
Edge forward until 
he’s in sight, then 
pick him off. 


Keep moving 
diagonally across the 
courtyard. Look for a 
third sniper (the last 
one in the courtyard) 
in the buildings to 
the east. Gun him 
down as soon as he’s 
in view. 
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Make your way 
into the alley on 
another side of the 
courtyard. You 
transition to the next 
stage of the mission. 




(J) Financial District Access (Start Point) 

(2) Bank Street Access 
@ Bank Entrance 

(3) Hostage Location 

(§) Helicopter Extraction Zone [Mission Endpoint] 



You’re now in an alley 
approaching the 
financial district. This 
is where you really 
get down to business. 



Move slowly down 
the alley. Look into 
the street and pick 
off a couple of 
gunmen taking cover 
behind burning cars. 
When they’re down, 
cross the street and 
enter the building on 
the other side. 


Proceed through 
the building until you 
can see a doorway 
looking out on 
another street. You 
receive a radio 
warning about an 
enemy with an RPG 
[rocket propelled 
grenade launcher). 
Order your team to 
hold position. 


Quickly slide into 
the doorway, then 
look across the 
street and up. The 
guy with the RPG is 
on the bank rooftop. 
His first shot will 
probably miss wide, 
so you have time to 
gun him down. 

Now start picking 
off gunmen in the 
street from the safety 
of the doorway. Order 
your team to follow 
you; they’ll move up 
and provide 
supporting fire. A 
second wave of 
gunmen may appear 
after the first few are 
gunned down. 


When all is clear, 
grab your team and 
move across the 
street, into the bank 
itself. Approach the 
front desk, but be 
aware of a couple 
gunmen hiding near 
it; one is probably 
behind the desk, 
another may be 

behind the wall. A grenade will clear them out. Otherwise, just 
advance carefully and shoot when you have an angle. 
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Now advance until you can see the central room. It’s a two- 
level room, so be aware of enemies up above. 



You can approach 
this room from two 
directions. Order your 
team to stand in one 
corner while you 
stand in the other. 
Then slowly creep out 
into the main room, 
scanning both the 
upper floor and lower 
floor and picking off 
enemies as they appear. Be very patient; not all gunmen 
appear at once. 



When the room’s 
clear, take a door 
that leads behind a 
row of tellers’ 
counters. From back 
here you’ll probably 
get a shot at a couple 
more gunmen 
upstairs. When all is 
quiet again, open 
another door. This 
leads to stairs going up. 



Take the stairs. 
Upstairs is a hall with 
two doors. Give your 
team an Open and 
Clear order on the far 
door — but don’t have 
them execute it yet. 
Just have them stack 
up on the door. 


□pen the near door 
yourself. Carefully 
snipe through it, 
taking out all visible 
gunmen. Then 
advance to the cover 
of a nearby desk, and 
see if you can take 
down any others. 


When you’ve 
eliminated everyone 
you can see from 
your area, give the go 
order to your team. 
They burst through 
the far door and 
attack anyone who’s 
still hiding out on the 
far end of the room. 




Cross the room and 
take the stairs leading 
down. Now you’re 
behind the other set of 
tellers’ counters. 
Approach a security 
panel on the wall and 
use it. This disables a 
metal detector leading 
to the vault. 



Slowly move 
through the metal 
detector. Gun down a 
pair of hostiles 
camped out near the 
massive vault door. 


Enter the vault and 
veer right. The 
president and his aide 
are in here, along 
with at least one 
more gunman. Be 
careful! Shoot the 
gunman but do not 
harm the civilians, or 
the mission will fail! 



Go up and tag both civilians to make them follow you. Now 
your task is to get them back to safety. Start to backtrack 
through the bank. 


As you exit the 
vault, a cutscene 
plays. It shows you 
that more gunmen 
have approached to 
block your exit. When 
it’s done, order the 
hostages to hold 
their ground. They’ll 
be safer in the vault 
for now. 




Start to backtrack, 
slowly, toward the 
bank entrance. Gun 
down a couple 
enemies from behind 
the tellers’ counters 
with the security 
panel, then go up to 
the second floor. 

Carefully take out any 
gunmen who have 
made it up here, and then use the nice view from up here to 
snipe any other gunmen loitering downstairs. 
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Halt when you 
reach the bank 
entrance; don’t go 
outside. You’re in for 
a big gunfight here. 
Order your team to 
take position just 
inside the door, and 
then start moving 
around, getting 
different angles on 
the gunmen outside and picking them off one by one. Be very 
patient here; there are more of them than you might expect. 




' 


1 

' m 

1 



ll 

m 


L_ 


M 



Your last major 
threat is a group of 
snipers that have 
taken position on top 
of the bank roof. 
Move very slowly out 
toward the street, 
looking up and back as you move. Remember: Your enemies 
are on the roof of the building you just exited. As soon as a 
head pops into view, shoot it. You need to deal with several 
enemies up there. 


When everything’s 
clear, order the team 
to stand just outside 
the door. 



When all threats 
are eliminated, move 
the entire team into 
the middle of the 
street, and give a 
Follow order to the 
hostages to get them 
out there. Your 
mission is a success! 


Mission 2: Aigeria 

During the chaos in South Africa, a deadly biochemical weapon 
called Legion was stolen from a nanotech firm. The virus 
cannot be allowed to fall into the wrong hands. Your task is 
now to infiltrate the apartment of a weapons smuggler in 
Malzir, Algeria, to get his client list [and hopefully learn to 
whom the Legion virus was sold). 

Walkthrough 


Apartment Building 





(1) Insertion Zone (Start Point) 

(2) Client List Location 

(3) Apartment Building First Floor Exit | 
( 3 ) Primary Extraction Zone 
(5) City Streets Exit (To Next Map) 

(s) Sniper 



K 

1 




You start on a small 
patio. Order an Open 
and Clear on the door 
in here. Follow your 
team out into a two- 
level courtyard. Gun 
down a few thugs on 
the lower level. 


Go downstairs and 
follow a hallway. 

Order another Open 
and Clear on the door 
at the end. Your team 
clears out a small 
room beyond the 
door. Follow them in. 
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This room contains a second door. Order another Open and 
Clear to clean out the next room; as usual, follow the team in 
and give them fire support. 



This room contains 
a laptop. Operate the 
laptop yourself, or 
order a teammate to 
do it. This obtains the 
client list you were 
seeking. Your job now 
is to get out alive. 



Order a Breach 
and Clear on the 
door near the laptop. 
Your team plants 
explosives that blast 
the door open, giving 
you an extra element 
of surprise. 



Follow the team 
through the door. 

You’re now atop a 
three-level courtyard, 
with views of the 
lower two levels. As 
you enter, an RPG 
flies in from the left. 

Immediately look down 
and left, and gun 
down the assailant 
with the RPG launcher. Then settle back and pick off anyone 
else who is visible, either on your level or on the lower levels. 



Slowly move 
toward the stairs 
leading down to the 
second floor. As you 
go, have the team 
Open and Clear every 
door that they can 
enter. This prevents 
surprises. 


TIJ» 

/ Some doors are "decorative, ” and don’t open. If you look directly at 
I a door’s handle or hinges from up close, and no icon appears, it 
cannot be opened. Ignore it. 



Go down the 
stairs. Keep 
advancing slowly, 
taking out more 
gunmen. Watch for 
more enemies 
wielding RPG 
launchers, both on 
this level and on the 
ground level. Take 
them down as quickly 
as possible; eliminating them is your top priority. 


One of the 
doorways leads to a 
hall with more stairs. 
Take the stairs down 
to ground level, and 
then follow the hall. 
At a T-junction, turn 
left, gun down some 
more foes, and 
advance. 




Now you’ve exited 
the apartment. You’re 
in an alley with 
market stalls. Be 
careful; up ahead is a 
market square with 
several civilians. 


Enter the market 
square and move 
toward the other 
side. Don’t shoot the 
civilians (who, conve- 
niently, wear white 
hats for easy identifi- 
cation!) A few 
gunmen will likely 
rush out to greet you; 
gun them down and 
keep moving. 




Move through an 
alley to a second 
market square. This 
one has no civilians, 
only gunmen. Enter 
slowly with your team 
at your side, and 
watch for an enemy 
on a balcony up 
above. 
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Clear out this 
market square and 
open a door on the 
other side, entering a 
small room. 


A second door 
leads to a third 
market area. Slowly 
enter this area. A van 
explodes up ahead, 
blocking access to 
your primary 
extraction zone, and 
gunmen start to filter 
in from the other end 
of the market. Stay 
back and pick them off 



from the cover near your entry spot. 


Before you get too 
far into this market, 
look up and notice the 
ramshackle plywood 
roof. There are big 
holes in it. Slowly 
advance while looking 
up, and you’ll see a 
sniper in a high 
window on the left. 
Taken him out before 
he deals any damage. 



City Streets 



I cncmn 


(1) Courtyard Access (Start Point) 

(2) Courtyard Exit 

( 5 ) Shopping District Entrance 

(4) Secondary Extraction Zone 

(§) City Escape Point [Mission Endpoint) 

(s) Sniper 



You’re now in an alley looking out on a big, open plaza. Order 
your team to hold tight; if they [or you) run out into the plaza, 
it’s going to get ugly real fast! 

Slowly creep 
forward, watching 
your left. An RPG flies 
out from a high 
balcony. As the 
smoke clears, stand 
up briefly. You’ll get a 
view of a few gunmen 
on the balcony. Finish 
them off with clean 
head shots, then 
crouch again and sink back. 



Proceed through 
the market, going 
past the ruined van 
and into an alley. This 
leads to a level 
transition. 



( You probably weren’t able to get the guy with the RPG. That’s OK; 


L 


we’ll handle him shortly. 


t 



Gunmen start to 
trickle into the middle 
of the plaza. Stay 
back and pick them 
off. Be very patient; 
do not expose too 
many foes at once. 
This is going to be a 
long, drawn-out 
battle. 
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Til* 

I Also watch for enemies in an apartment window directly ahead, 
' and on a balcony beside the window. 


Stay back and stay patient. Try for head shots, which 
conserve ammo. 


If an enemy hunkers down behind cover right in front of you, lob a 
grenade to pop him out of his hole. 





When there’s been 
no activity for awhile, 
slide to the left side 
of your alley and look 
right. Slowly creep 
forward. You expose 
a series of snipers on 
your right, many of 
them on high ledges 
or in windows. Creep 
ahead just far enough to expose one at a time; then gun him 
down and keep moving. 


Til* 

j f Notice the Legion virus canisters; one is behind a bus parked in the 
I plaza. Don’t shoot them, and don’t get near them. You’re in trouble 
if you’re close to them when they break. 



When you’ve 
cleared out everyone 
along the right wall, 
order your team onto 
the steps to your left. 
They’ll get a good 
shot into the plaza 
from there, and the 
solid railing gives 
them protection. 



Creep slowly 
forward, and examine 
the balcony where the 
RPG attacker stood. 

You’ll see more 
gunmen up there, 
including the RPG guy 
himself. Take them 
down, but then sink 
back again if you hear 
gunfire. A few more 
assailants may filter into the plaza. Finish them off from your 
current position. 



When it’s quiet, 
stand up and move 
slowly forward, again 
watching the left 
balcony. If you still 
haven’t killed the RPG 
man, he’ll eventually 
slide into view; finish 
him off. 


Now order the 
team to follow you, 
and head around the 
courtyard’s right side. 

Duck into an alley. 

Have the team open 
the door at the end. 

A gunman hides in 
the corner of this 
room. (You’ll see him 
if you use your motion 
detector near the door.) Flush him out with a grenade, or 
creep around the corner to get a shot at him. 




Once inside, you’ll 
see a second door. 
Order the team to 
Frag and Clear. They 
open the door and lob 
a grenade in, clearing 
out a few gunmen as 
they charge in. Follow 
them. 



Go through a 
doorway with the 
team beside you. Fire 
at several gunmen 
through a latticework 
wall. [A grenade 
doesn’t hurt here, 
either.) Stay hack 
until it’s clear. 


Proceed through 
this area to another 
door. Tell the team to 
Open and Hold. They 
pop the door, 
revealing a very wide 
hallway that 
stretches in both 
directions. Peek 
through the door, 
taking down gunmen 
on both sides. 
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Enter the wide 
hallway and go left 
until you see a short 
stairway leading up. 
Leave the team 
behind and creep up 
the stairs, looking 
through a pair of 
grated windows on 
your left. Gun down 
two snipers on 
balconies outside. 




Come back 
downstairs and open 
a pair of big double 
doors leading into the 
street. Have the team 
follow you. Slowly 
move out into the 
street. A friendly 
helicopter appears 
overhead; stay back 
and let it clean out 
some gunmen in the street for you. After awhile it retreats 
because it’s too dangerous for it to land. 



Continue to use 
Open and Clear 
tactics as you move 
through the 
apartment. You 
emerge in an alley on 
the other side. Take 
down a couple of 
gunmen. 


There’s one more 
sniper at the end of 
the alley back here; 
he’s in a second-floor 
window. Take him 
down and then move 
ahead to the city 
escape point. The 
mission is complete. 

Mission 3: Desert Ifinage 

A helicopter carrying your teammate Dieter Weber was shot 
down over Algeria. He’s believed to be held in or near a cave 
complex located by an isolated desert village. The village, cave 
complex, and surrounding area is thought to be a haven for 
terrorists. 



Move forward, 
through the narrow 
streets. A couple 
gunmen hide behind 
cover but you can 
deal with them easily 
if you move slowly. 

When you reach a 
straight section of 
road, pick off a sniper 
on a balcony, way on 
the other end. 




At the end of an 
alley is a door. Open 
and Clear it; there’s a 
gunman in the small 
apartment beyond. 


Your task is to rescue Weber and bring him back safely. 

Walkthrough 


The Village 



(1) Insertion Zone (Start Point) 

( 2 ) Compound Access 

( 3 ) Compound Entrance [2 Locations) 
(3) Caves Entrance (To Next Map) 

(s) Sniper 
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You start out near 
the village entrance. 
Slowly move through 
the gates, toward the 
street. Watch for 
terrorists on both 
sides of the street — 
though your main 
threat will be from 
the left. 



Get into the street 
and stay there for 
awhile. Watch for 
running gunmen. 
Notice the stairwell 
that leads up one 
side of the street; 
it’s partially hidden 
by a wall. 



Take those stairs. 
Slowly work through 
the upper level, going 
from room to room. 
Several gunmen are 
holed up in these 
areas. Keep moving 
forward and up. 


Eventually you 
come out on a 
parapet that gives a 
great view of the city 
streets. Do a quick 
tour of the parapet to 
make sure that 
nobody else is alive up 
here. [Be sure to 
check the back 
stairwell.) 



When the parapet 
is clear, look down 
into the street. 
Notice a barrier 
formed by a wrecked 
vehicle. The cave’s 
entrance is on the 
other side of that 
vehicle; you’ll need to 
go around. 



Use your scope to 
look way down to the 
end of the street. 
You’ll probably get a 
decent shot at a 



gunman or two 
loitering down there. 

Fire at them, and a 
couple more 
terrorists pop out in 
the street. Clean 
them up from the relative safety of the parapet. 


Proceed down the 
stairs next to the 
parapet. Go all the 
way down to street 
level, and get back 
out on the street. 



Return to the 
intersection near the 
village entrance, 
keeping a sharp 
lookout for a sniper in 
a high window up ahead. Gun him down if he pops up. 



Next to the stairs 
(the first stairs you 
took in this mission) 
is an alley. Enter the 
alley and look up; 
shoot down a sniper 
in a high window at 
the alley’s end. Then 
move forward. 


The alley broadens 
out into a street. To 
the right is a stairwell 
leading to a dead end; 
to the left the street 
goes on. Take this 
part carefully, 
because there are 
gunmen in the street 
to the left and also 
coming down the 
stairs to the right. Move slowly with your team right behind you. 

When it’s clear, 
follow the street as it 
veers left. Move 
slowly down the 
street, gunning down 
terrorists. If you took 
our advice and went 
up on the parapet 
earlier, there won’t be 
too many here now. 
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Approach the 
wrecked vehicle 
barricade that you 
saw from the 
parapet. On your 
right is an open 
garage door; there 
are lots of hostiles 
holed up in there. 
Bounce a grenade 
around the corner, 
into the garage. Then cruise around the corner and mow down 
the rest. 

Attached to the 
garage are two small 
rooms; each room 
has a door leading 
out back to another 
street. Enter the 
room on your right, 
keeping your team 
behind you, and open 
the door leading out 
into the back street. 

If you’re crouched when you open the door, you’ll see the top 
of a parapet across the street. Several snipers wait on the 
parapet. Their top halves are hidden by the door frame, but 
you’ve got a clean shot at their bottom halves. Unleash some 
painful groin shots! 

When all visible 
enemies on the wall 
have been eliminated, 
order your team to 
hold position. Then 
retreat into the 
garage and take the 
door leading out the 
back of the other 
room. Any remaining 
gunmen on the 

parapet, or in the street to your right or left, will be focused 
on the other door — so you get a free shot. Clear off the 
parapet before peeking out (remember your ability to lean!) and 
mopping up everyone on street level, on both sides. 

Go up onto the 
parapet and make 
sure it’s clear. Then 
take stairs down into 
a big storage area. 
(Two stairways and a 
door all lead to this 
area, so you’re 
certain to find it.) 

Mop up a couple of 
guards patrolling the 
storage area. 






A couple stretches 
of hallway lead away 
from this area, each 
with several doors. 

Go from door to door 
and clear out all 
these rooms. 

Turn on your 
motion detector 
before entering each 
room; this gives you a 
big edge, letting you know if the room is occupied. The safest 
tactics are Open and Hold, with you peeking through the door 
for a shot. But Open and Clear usually works too, and this has 
the advantage of letting your teammates take the shot (so you 
save your ammo). 




There’s a locked 
door in the back of 
this area. Unlock it, 
pop through, and take 
down any gunmen 
hiding in the corner of 
the room beyond it. 
Then approach a 
ladder leading down 
into the caves. The 
next area loads. 


The Caves 



I cncmn 


(1) Caves Entrance (Start Point) 

(2) Underground Cavern 

( 3 ) Ravine Path 

(3) Caves Exit (To Next Map) 
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Slowly advance with 
your team at your 
side. It’s dark so flip 
back and forth 
between regular and 
night vision as the 
situation warrants. 

Move forward 
through the curving 
tunnel, mowing down 
a trickle of gunmen. 
Soon you approach the mouth of a large cavern. [The sound of 
falling water tips you off that you’re close.) 




Just inside the 
cavern, and slightly to 
the left, you see an 
outcrop of high 
ground. Order your 
team up onto that 
outcrop, then enter 
the cavern and look 
to your right, where a 
walkway leads around 
the perimeter. Gun 
down any enemies to your right. 



Now slowly pan 
left, gunning down 
anyone else moving 
along the walkway. 
Meanwhile your 
teammates are 
getting some good 
shot opportunities 
from up on the 
outcrop. 


When absolutely 
nobody else can be 
seen from your 
current position, have 
the team follow you 
along the path leading 
along the cavern’s 
perimeter. Take it 
slowly, as a few 
terrorists may still be 
hiding in the cavern’s 
depths. 

Follow a tunnel on 
the other side of the 
cavern — slowly, as 
more gunmen are 
scattered throughout. 

The tunnel leads to 
an open area with a 
wooden bridge. Halt 
near the entrance to 
this area with your 
team, and gun down 
everyone in sight before entering. Then cross the bridge and 
keep moving. 






Follow another 
stretch of tunnel, 
gunning down more 
waiting guards. It 
leads to a small cave 
with a rope ladder 
leading up, and 
several terrorists 
holed up inside. Either 
lead the team in 
slowly and pick the 
enemies off, or lob in a grenade. 


Stand in this cave, near the rope ladder, and the next 
area loads. 


Terpoplst Base 




(l) Terrorist Base Access (Start Point) 

@ Dieter Weber Location 

@ Helicopter Extraction Zone [Mission Endpoint) 
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You’ve arrived in the main terrorist base. It’s a fairly open area, 
so refer to our map for a suggested path through it. 

Start by slowly 
advancing toward the 
spot labeled Point A. 
From here you can 
snipe at a pair of 
guards in a small 
guardhouse up ahead. 
Also visible is a guard 
standing on a rooftop 
in the distance [we 
hope you brought 
your scope). As you shoot these foes, several more terrorists 
trickle in from the right. Gun them down without moving from 
the spot. 



When all is 
quiet for about a 
minute, creep to the 
right, alongside a 
warehouse. Look into 
the warehouse 
through a side door 
as you pass it; gun 
down anyone holed up 
in there. 


Stop at the spot 
marked Point B, right 
next to the end of the 
warehouse. From 
here you have clear 
shots at several 
hostiles who are 
approaching through 
the middle of the 
area. Stay here with 
the team, and mop up 
the enemies. 



Now follow the 
path on the map to 
Point C. This path 
leads you around 
back of a shed with 
closed doors. Watch 
out for a guard near 
the front of the shed. 
Then, look out across 
the camp from Point 
C, and pick off anyone 
you missed earlier. 



The shed right 
behind you contains a 
couple of guards. Use 
your motion sensor to 
look through the wall 
and see which of the 
two doors they’re 
guarding. Then order 
your troops to Open 
and Clear through the 
door they’re ignoring. 


When the shed is 
clear, continue along 
the path marked on 
the map. At Point D 
is another shed, with 
a jeep parked beside 
it. Order your squad 
to hold ground 
somewhat back from 
the shed and jeep. 

Then approach the 

shed door and use the motion detector. You’ll see some 
terrorists waiting just inside the door. Don’t open it! 

Around this time, 
several gunmen run in 
from the left side of 
the shed, near the 
jeep. Back up to 
rejoin your 

teammates, and help 
them gun down the 
attackers. The shed 
door you were just 
inspecting may open 
during this attack; if it does, blast the guys who come out. 

When the attack 
has subsided, 
approach the door 
once again. Open and 
Clear it if it’s not 
already open, and go 
through the door on 
the other side. Notice 
a small pathway 
leading up and to the 
right. It leads to a 
small overlook, where a sniper may be hiding [if you didn’t get 
him earlier). 

Get back on the 
path drawn on the 
map. Follow it 
through the 
connecting tunnel 
that leads to the 
second half of the 
base. 
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Weber decides to 
lead the group to the 
extraction zone — 
which is risky. 

Fortunately, he can 
mostly take care of 
himself. Follow him as 
far as the doorway 
leading out, but then 
stop. After shooting 
anyone visible through 
the door frame, peek out and to the left. Several enemies are 
arrayed along the area’s left edge, some up high. Gun them 
down from the doorway before moving forward to catch up 
with Weber. 


TJl* 

/ This is a tricky part of the mission. If you keep getting killed here, 
reload and try to worry less about Weber [who’s being more than 
I a little reckless] and more about your team; hang back inside the 
1 building and use cover, and don’t let Weber force you into rushing 
‘ your pace. Move ahead only when you’re certain the coast is clear. 


Most of the 
attackers come via 
the same path you 
just took. Stick close 
to the jeep and mow 
them down as 
efficiently as possible. 
When all are done 
for, the helicopter 
descends and the 
mission is a success. 


Follow Weber, but 
not too close; hop 
from cover point to 
cover point. Weber 
kills a number of 
enemies himself. 
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As you reach 
Point E, a cutscene 
plays, showing that 
Dieter Weber is being 
tortured inside the 
building just ahead. 
Order your team to 
stack up for an Open 
and Clear on the door 
when the cutscene is 
over. Meanwhile, see 
if you can snipe any terrorists off to the right of the building. 
There’s one standing on a roof — and if you stand near the jeep, 
a couple others will appear. 


When no more 
targets emerge, give 
the go order for the 
Open and Clear, and 
follow the team inside 
the building. In the 
far room, a terrorist 
with a gun stands 
over Dieter Weber. 
Shoot the terrorist 
and Weber is freed. 



Eventually you 
reach a clearing with 
a tarp overhead. Your 
orders are now to 
defend this area until 
the helicopter arrives. 
Order your team into 
the middle of this 
area, then crouch 
beside a jeep that 
offers useful cover. 




PRIMA OFFICIAL GAME GUIDE 



LOGKflOWN 


These next few missions all involve hostages. That means you 
have more than just your team’s safety to consider. 

As you’ll see, the key to hostage situations is to act 
decisively. Hesitate for too long, and the mission may be lost. 
That doesn’t mean you have to hurry the entire mission — far 
from it. But when the hostages actually come into view, it’s 
important to take down all threats to them quickly. 

Mission 4: Anislerdani 



□pen the nearest 
door. This leads to an 
observation room, 
through which you 
can see an interro- 
gation room. The 
glass is one-way, so if 
there are terrorists 
holed up in the inter- 
rogation room, you 
can see their exact 
position before charging in. 


A group calling themselves the New Freedom Army attacked 
Amsterdam during a World Bank conference, detonating a 
bomb outside a police station and taking hostages inside the 
station itself. They also captured the station armory, so they 
have access to high-powered weapons, including grenades and 
RPG launchers. Your task is to eliminate the terrorists and 
rescue the hostages. 


Walkthrough 

Police Station: Ground Floor and Second Floor 





(l) Insertion Zone (Start Point) 

(§) Second Floor Access 

(3) Armory 

( 4 ) Prison Level Access (To Next Map) 

(5) Sniper 



As the mission starts 
you hear shooting 
from the next room. 
Go through the door. 
You’ll find police 
engaged in a gun 
battle with several 
terrorists. Gun down 
the terrorists, using 
the counter as cover. 


/ Of course, remember that you can also use your motion sensor to ^ 
I “see through" walls at any time. We remind you to use it whenever 
^yoL/ can benefit the most from it. 



Several offices and 
jail cells are in this 
area, attached by a 
couple short sections 
of corridor. Carefully 
sweep through these 
rooms with the team 
at your side, clearing 
them out. 



When this floor is 
secure, go down a 
corridor to a storage 
room with stairs 
leading up. This is the 
second floor access. 
Climb the stairs. 


Atop the stairs is 
a door with a tip icon 
beside it. The tip 
explains how to deal 
with security 
cameras. 

Appropriately, 
there is a security 
camera in the hall 
beyond this door. 

After reading the tip, 
decide how you want to deal with the camera. 
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4 r Cameras » t— 

Any time you encounter a camera, use one of three basic 
techniques to deal with it. 

Technique one is to sneak underneath it and, staying out of 
the camera’s view, disable it from below. This deactivates the 
camera, allowing you to sneak up on your enemies. 

Technique two is to run past the camera. If the camera 
only “sees” you for a second or two, it won’t fully register 
your presence. This also lets you be stealthy. 

The third technique, which is equally valid, is to set your 
team up in a well-covered position near the camera, and let it 
see you. The camera sets off an alarm and alerts all enemies 
in the area; usually, they’ll come pouring out to attack. If 
you’re skillful, you can defeat a lot of them very quickly. 

We favor the first and third techniques. Disabling cameras 
provides you with lots of options: You don’t need to worry 
about them at all after you’ve knocked them out. And setting 
off the camera can actually be beneficial, because it draws 
out enemies that might otherwise lie in ambush. But running 
past the camera can sometimes expose you to unwanted 
attention. If a bad guy sees you while you’re running around, 
not only is your cover blown, but you’re also likely to be in a 
poor tactical position. 

There's also a fourth way of handling cameras: Every 
mission containing security cameras has a keyboard 
somewhere in the level that, when activated, disables all 
cameras. If you find it and use it, you can simply ignore all 
remaining cameras. 

Ultimately, the technique you choose is a matter of 
personal preference. 



you choose. We 
recommend creeping 
forward just far 

enough to trigger the camera, and then sinking back behind the 
door frame for cover. Gun down the emerging stream of terrorists. 


Open the door, and 
gun down as many 
terrorists as are 
visible — ^without 
entering the hallway. 
When they’re all down, 
deal with the camera 
in whatever fashion 



Go to the end of 
the hallway and peek 
through the door you 
find there. The next 
room is the armory, 
and it’s packed with 
terrorists. Beware: 
They may use 
grenades. Toss a 
grenade of your own 
through the door, and 
then move back and gun down everyone who pops out. 

When enemies stop appearing, creep up to the door and 
peek through. Pick off anyone else visible inside before ordering 
the team in to take the room. 



Advance through 
the armory. Enter the 
hall on the other side 
and follow it to a 
power generator 
room. Gun down 
anyone patrolling in 
this area. (There’s 
likely only a single 
guard.) 


Slowly approach a 
long hall with several 
large plate glass 
windows, but be 
careful: There are 



snipers on the 
rooftops across the 
way. Move slowly to 
expose [and gun 
down] each one in 
turn. Don’t wander up 
to the windows where they can all shoot at you at once. 


TIJ» 

( There might be a patrolling guard on the left end of the windowed ^ 


hallway, so don’t wander all the way into the hall while taking out 
the snipers. Hang back near the power room until the rooftops are 
Ik clear, and then duck fully into the hall to look for guards. A 



When the action 
settles down, 
proceed into the 
hallway. Peek into the 
two rooms flanking 
the hallway: an 
infirmary on the right 
and a records room 
on the left. These 
rooms are probably 
empty, because the 
camera drew your enemies out. 



Go to the end of 
the hallway with the 
windows, and proceed 
through two doors. 
Now you can take a 
hallway right or left. 
Peek down the left 
hall, making sure it’s 
empty, before taking 
the right. 


prifnagames.cpfn 


35 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




PRIMA OFFICIAL GAME GUIDE 



LOGKflOWN 



Two doors in the 
right hallway lead to a 
break room (on the 
left] and an office [on 
the right). Check out 
the break room first, 
then the office. Clear 
any terrorists from 
these rooms. 


A door in the office 
leads to a short outer 
walkway. Take this 
door. You can see 
inside another office 
from the walkway, 
through a convenient 
window. Gun down 
any terrorists visible 
through the window. 



Take the door on 
the other end of the 
walkway, and enter 
an equipment room. 
From here, creep into 
another hall, dealing 
with a couple more 
terrorists as you 
move forward. 


There are a couple 
of dead-end hallways 
in this area. After 
carefully sweeping 
through them and 
eliminating any 
resistance, look for an 
open elevator shaft. 
Get in there to make 
the next area load. 




Prison and Exterior 



I cnEiun 


(1) Prison Entrance (Start Point) 

(2) Hostage Location 
( 5 ) Rooftop Access 

( 3 ) Restaurant Side Entrance 

(§) Helicopter Extraction Zone [Mission Endpoint) 



You start out in a hall 
on the prison level. Up 
ahead is a guard 
station with a lone 
terrorist in it. Sneak 
up and mow him 
down, and then 
operate the computer 
in the guard station to 
open the prison gate. 



Go through the 
opened gate until you 
reach a juncture with 
a door on the left and 
a hallway on the 
right. Take the door, 
and go up a flight of 
stairs. 


The door leads up 
to a windowed gallery 
overlooking the main 
prison block. Halt at 
the entrance to the 
gallery and pick off 
any terrorists in the 
hall ahead. Stay away 
from the windows for 
now; don’t look 
through them or 
shoot at them. 
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While crouching, 
move forward to the 
corner, making sure 
your team is still with 
you. Stop in the 
corner and check out 
the hall to the right. 
Gun down any 
terrorists in this hall 
while still avoiding the 
windows. 



Now, order your 
team to stand in 
front of you. Quickly 
shoot through the 
nearest window. Look 
through the broken 
window into the 
prison block. 


When you start shooting into the cellblock, one of the upper-level 
terrorists might make a break for the hostages’ cells and try to kill 
them. If he succeeds, your mission fails. That’s why it’s so 
important to shoot out the window quickly, and then quickly 
eliminate the terrorists on the cellblock’s second floor. If the 
hostages are killed, try again. This time, shoot out the window and 
snipe the terrorists all in one motion; don’t hang back. Be sure to 
target terrorists that are running toward one of the cells, because 
they might be about to kill a hostage. 



When the cellblock 
looks empty, take the 
stairs leading down. A 
couple of terrorists 
are likely to be holed 
up in a small room at 
the base. Gun them 
down and then go 
back upstairs. 



There are 

terrorists on the floor 
below, but ignore 
them for now. Look 
directly across the 
cellblock, at the 
second-floor cells at 
your eye level. Several 
terrorists are up 
there, including a 
couple that may have 
RPG launchers (after 
all, they did raid the prison armory!) Pick these upper-floor 
terrorists off first — and quickly. 


When the upper-floor enemies are done for, look down and 
mow down anyone on the prison floor. 


Til* — 

f It’s important to have your team positioned to your left as you snipe ^ 
' through the broken window. Enemies might appear in the hallway to 
your left while your concentration is devoted to sniping, and your 
IIl teammates can protect you if you positioned them properly. a 


NOTK ■ 




The two hostages you must rescue are in second-floor cells of the 
main cellblock. The exact cells are random and change each time. One 
or both of the hostages might be barely visible through one of the 
windows of the gallery. Don’t assume that the arm or head you see 
inside a cell is a hiding terrorist! The mission fails if you accidentally 
a hostage killed. Shoot only targets that are armed. 



You could go onto 
the cellblock floor 
now, but we 
recommend against 
it. Instead, explore 
the second floor. 

You’ll find a small 
network of halls and 
rooms with several 
terrorists on patrol. 

Methodically sweep 
through these rooms and clear them out. You’ll end up in a 
room with a row of telephones, where prisoners go to consult 
with civilians. 


Check out the halls 
surrounding this 
room. Also, in the 
room with the 
phones, be sure to 
open the door to a 
control room. Whack 
a couple of terrorists 
hiding in there. 


At this point you’ve 
probably cleared out 
most [if not all] of the 
terrorists in the area. 

Return to the cellblock 
and get down on the 
main floor. Take a 
metal ladder up to the 
upper block of cells. 

The hostages are in 
two different cells up 
here; grab them both and have them follow you. 
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Go back to the room with the row of telephones. There’s a 
locked door on the far wall of this area. Have your team Open 
and Clear that door while you keep a watchful eye on the 
hostages. 



Go through the 
door, then through a 
second door. The 
second door leads 
outside to the 
rooftop. Order the 
hostages to hold 
ground while you and 
your team creep out 
onto the rooftop. 
You’ll find a big area 
with lots of terrorists, including one on a higher rooftop that 
acts as a sniper. Hang hack and pick them off one by one 
before exploring the rest of the rooftop. 



A ladder leads 
down from the 
rooftop. Look down 
over the side to make 
sure nobody’s down 
there before crawling 
down the ladder. 


When your team is 
down the ladder 
beside you, order an 
Open and Hold on a 
door down here. The 
door opens onto the 
bar area of a fancy 
restaurant. Pick off 
terrorists from the 
doorway and lob in a 
grenade if necessary. 

This is a useful tactic if anyone is hiding behind the bar itself. 




Order the hostages 
to follow in here, and 
then have them hold 
ground in the dining 
room. Gather your 
team and enter the 
hall leading to the 
kitchen. 



Position your team 
in the hall in front of 
you, then look into 
the kitchen and pick 
off any gunmen in 
there. Your team can 
handle anyone who 
comes from the 
hallway’s far end. 


Advance into the 
kitchen and make 
sure that it — and the 
adjacent hallway — is 
secure. 




Explore the hall 
beyond the kitchen. 
You’ll find a door 
leading to a walk-in 
freezer. Order an 
Open and Clear on 
the freezer to clear 
out anyone hiding in 
there. 


Move through the 
bar to the main dining 
room. More gunmen 
are in here. As usual, 
halt near the room’s 
entrance and blast 
them from afar 
before creeping in 
among the tables. 



Follow the hall 
past the walk-in 
freezer, but be 
careful. A terrorist 
lurks behind a high 
window up on the left. 
Look up there and 
pick him off before he 
does any damage. 
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Move forward to a 
garage door that’s 
open to the outside. 

A big group of 
terrorists has 
gathered out there. 

Toss a grenade 
around the corner, 
but beware of their 
grenades. Then hang 
back and lean around 
the corner to pick off the survivors. 

When the outside 
area is clear, move 
slightly forward, 
watching a door to 
your left. The door 
leads into a supply 
room, where another 
enemy or two is likely 
to be holed up. Order 
your team in to inves- 
tigate after dropping 
any targets visible from 


Enter the supply 
room and ascend 
some steps to an 
office. You shot a 
terrorist through the 
window of this office 
a few moments 
earlier, but you’ll 
want to make sure 
there’s nobody else 
hiding in here. 




the doorway. 



At this point you’ve 
cleared the entire 
area. Walk back 
outside, and order 
the hostages to follow 
you. You’ll win the 
mission when they 
join you in the 
outdoor area. 



Mission 5: Pariiament 

An unidentified terror group has stormed the Scottish 
parliament, taking hostages and deploying a bomb that they 
threaten to detonate. Your task is to infiltrate the parliament 
building, disarm the bomb, and rescue the hostages. 


Walkthrough 

Ground Floor 



I cncmn 


(J) Insertion Zone (Start Point) 
@ Parliament Entrance 
( 5 ) Security Checkpoint 
( 3 ) Surveillance System Location 
(S) First Floor Exit (To Next Map) 



You start at the end 
of a long, tree-lined 
walkway leading up to 
the parliament 
building. Crouch down 
and move up to the 
left-hand wall. Then, 
hugging the wall, 
move toward the 
parliament building. 

Several terrorists 
guard the entrance; snipe them as they come into view. 



Order an Open 
and Hold on the 
parliament building’s 
front door. The door 
reveals a long 
hallway, leading to a T 
intersection. Gather 
the team and 
approach the T. 
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There may be 
terrorists in the hall 
to either side. Hang 
back and fire a shot 
or two to get their 
attention. Then pick 
them off as they 
round the corner. 


Both arms of the T 
hallway lead to the 
same big, open area. 
Go left first, and peer 
through the open 
door. Start picking off 
terrorists in the open 
area. Don’t miss 
gunmen behind the 
glass windows of an 
office out there. 



TIJ» 

/ If your team is set to follow you, they’ll hang around behind you 
I and guard your flank. That’s exactly what you want them to do 
for now. 


After you’ve cleared 
out everyone visible 
from the left door, 
order your team to 
move up to take your 
place, looking out the 
door. Then, while the 
team holds the left 
door, open the right 
door and snipe anyone 
visible through there. 



TIX» 


If heavy fighting breaks out at the left door, feel free to run back 
and lend fire support before returning to the right. 


When nobody else is 
visible through either 
door, order the team to 
follow you. Creep out 
into the open area and 
turn around. Notice the 
stairs leading up to a 
gallery overhead. Take 
the stairs, watching for 
gunmen up there as 
you climb. 




When you’re 
certain that nobody’s 
up there, come back 
down and enter one 
of the large, glass- 
windowed offices 
on either side of 
this area. 


Doors at the back 
of both offices lead to 
a grid of corridors 
and smaller offices. 

You can approach this 
grid of offices and 
corridors in any way 
you like, but we 
suggest the following: 

• Use Open and Hold techniques on all of the doors; stay 
back in shooting position while each door is opened. Many 
offices have one or two gunmen hiding inside, and the close 
quarters make Open and Clear a bit dicey. 

• Make heavy use of your motion sensor. These small, cramped 
rooms are ideal places to spot targets, and it’s very useful to 
know whether a room is occupied before you go in. 

• Be careful of the hallways, especially the parts where 
enemies can approach from either direction. Our advice: 
Lean out into the hallway from an office, and fire a couple 
of shots. This draws patrolling terrorists’ attention, and you 
can shoot them from the relative safety of the door frame. 

• Be aware that one of the office doors is glass, so you can 
be shot through it. 

At the back of this 
office block is a metal 
detector that guards 
access to the rear of 
the building. Beside 
the metal detector is 
a small security 
station with a glass 
window. Snipe the 
gunman standing in 
the security station. 





Enter the security 
station and activate 
the computer. This 
disables the metal 
detector, allowing you 
to go through it 
without raising an 
alarm. 
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Pass through the 
metal detector to a T 
intersection. Lean 
into the intersection 
and gun down any 
guards patrolling it. 


To your right are 
two doors, quite close 
to one another. Set 
up your team in Open 
and Hold position on 
one of the doors, but 
don’t give the go 
order; just let them 
stack up. Then, pop 
open the other door 
yourself. Terrorists 
attack through both doors. Gun down the ones appearing at 
your door, and the team will handle the rest. 

Enter the room 
beyond the doors, 
and locate a 
computer console 
that controls the 
building’s security 
system. Activate this 
console to deactivate 
security. Then exit the 
room and walk to the 
other end of the 
hallway to load the next area. 


Upper Floors 



I cpciun 


(1) Second Floor Access (Start Point) 

(2) Maintenance Room 

(3) Third Floor Access 
@ Security Checkpoint 

(5) Hostage Location [Mission Endpoint) 




Climb the stairs to the second floor. Order an Open and Hold 
on the door at the top, and snipe anyone visible through it. 



Have the team 
follow you as you 
slowly move into the 
hall. Watch for 
gunmen as you 
approach a corner. 



The corridor leads 
to the maintenance 
room with the bomb 
in it. Approach the 
bomb and activate it 
to disarm it. 



Order an Open and 
Hold on the door 
leading out of the 
maintenance room. 

Beyond the door is a 
multi-level lounge 
area, with lots of big 
columns as well as 
stairs leading both up 
and down. Stay back 
and be very patient 
here, sniping terrorists through the doorway. There are lots of 
them, and more will arrive over time. 


After you’ve made 
absolutely sure that 
nobody else is visible 
from the doorway, 
order the team to 



follow you. Creep into 
the left part of the 
lounge, looking for 
hiding suspects. Also, 
be sure to look up at 
the stairs leading to 
the upper lounge; terrorists may be waiting on the stairs. 
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Take the stairs 
leading down. Make 
sure nobody is in the 
alcove down there. 

Then go back up, and 
take the stairs 
leading to the upper 
lounge. There will 
almost certainly be a 
couple of holdouts up 
there, so take it 
slowly and blast them as soon as you see them. 

Take the doorway 
leading from the 
upper lounge. It leads 
to another metal 
detector with a 
security room next to 
it. Snipe the gunman 
through the glass 
window of the 
security room, and 
then enter and 
disable the metal detector with the computer. 


Follow either door 
into a tiny office 
[these offices are 
identical], and then 
open a second door. 
This leads to a room 
with a balcony 
overlooking the main 
parliament floor. 

Order your team to 
take position in front 
of you, protecting you 
from anyone who 
appears up ahead. 
Then, look over the 
balcony to the 
parliament floor, 
where the hostages 
and several terrorists 
are waiting. Start to 
snipe terrorists. 


xm 

f Snipe quickly and efficiently. Target any terrorist moving toward a 
1 hostage first, to avoid hostage deaths. Avoid shooting the green 
canisters of Legion virus, as well. 



Pass through the 
metal detector and 
enter a small nook 
with bookshelves. 
Expect at least one 
terrorist in here. 

Also, snipe anyone at 
the top of the short 
staircase at the 
opposite end. 


When all terrorists 
on the parliament 
floor have been 
eliminated, do a 
complete circle of this 
upper balcony area, 
checking out all the 
little rooms. A few 
more gunmen are 
guaranteed to be 
hiding in these rooms. 




After you’re 
certain that all 
terrorists on the 
upper area are gone, 
look for a pair of very 
narrow stairways 
leading down onto the 
parliament floor. Get 
down the stairs with 
your team, and free 
the hostages. 


As you free the 
hostages, a final 
group of terrorists 
attacks from the 
stairwells you just 
came down. Park 
your team in the 
middle of the floor, 
and pick off foes as 
quickly as they 
appear. When you’ve 
gunned down all of them, the mission is a success. 




Slowly ascend the 
stairs, but beware: 

There are doors on 
either end of the hall 
up here, and a couple 
of terrorists are likely 
to pop out of both. 

Order your team to 
stand next to one 
door while you 
approach the other. 

Take down anyone 
who appears through your door, and the team will do the same 
with theirs. 
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Mission G: University 

The terrorists that attacked Scottish parliament have been 
identified as a cell of the Revolutionary Brotherhood. A small 
number of the terrorists fled the parliament building before 
Rainbow Six operatives arrived, taking two hostages with them. 
They’re currently holed up in the local university. Your task is to 
raid the university and free the hostages. 


Walkthrough 

Museum Wlug 



(1) Insertion Zone (Start Point) 

(2) Museum Entrance 

(3) Basement Access 

(4) Power Control Location (To Next Map) 

(5) Sniper 


You start out in a 
small sitting room. 

Order your team to 
Open and Hold the 
door. They pop open 
the door, revealing a 
long, two-level library. 

Crouch down and 
snipe any terrorists 
visible on the far end 
of the library. There 

are likely to be some on the second level. 

When no more 
targets are visible, 
order the team to 
follow you. Start 
moving down the long 
library hall. There are 
bookshelves on both 
sides; pick a side and 
move in and out of 
the cover of each 
individual bookshelf, 
watching for gunmen among the shelves and snipers on the 
upper level. Take it slowly. 




TI1» 

These terrorists may throw grenades. If a grenade is thrown, 
stand up and run back at full speed to get out of its radius. Then 
crouch and resume your advance. 


When you get 
about a quarter of 
the way across the 
hall, look up and 
back. The upper 
gallery surrounds the 
library on all sides, 
and some terrorists 
may be camped 
upstairs behind you. 
Pick them off before 
they deal any damage. 




After completely 
clearing the lower 
floor, climb the stairs 
and explore the upper 
gallery. Open and 
Clear a couple of 
rooms up here to 
make sure they’re 
empty. (They likely 
are, but you don’t 
want to have enemies 


at your back later.) Then come back downstairs and go through 
the double doors at the end of the library. 



Those doors lead 
to a hall. Move 
carefully down the 
hall, with your team 
beside you. Several 
terrorists pop out at 
the end of the hall. 
Gun them all down. 


f Watch the barricaded stairwell at the end of the hall. You can’t go up 
I there, and terrorists can’t come all the way down — but that doesn’t 
mean one can’t show up on the stairs and take a few shots at you. 



Keep following the 
hall until you reach a 
door at the end. This 
door leads to the 
museum. Order an 
Open and Hold on 
this door. 
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The path leads you 
down onto the 
generator floor. Wind 
through the 
machinery. Be 
watchful; you may 
have missed someone 
hiding down here. 

Eventually you 
reach a smaller room 
filled with banks of 
lockers and more 
electrical equipment. 
There are likely to be 
a couple more 
terrorists in here. As 
usual, move slowly 
and keep your team 
beside you for fire 
support. Move forward. 
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When everyone in 
the museum’s central 
hall has been dealt 
with, have your team 
follow you inside. 

Bear left and search 
several intercon- 
nected museum 
rooms for stragglers. 


Very carefully, lean 
in and pick off 
terrorists through the 
door frame. Don’t 
venture too far inside 
the museum! Lots of 
enemies are in there, 
and some may throw 
grenades. Be 
prepared to clear out 
quickly if a grenade 
lands nearby. 


Now explore the 
other side of the 
museum. In a room 
dominated by a big 
scaffolding, take a 
small door that leads 
down to the 
basement. 


Open and Clear a 
door in the basement, 
which leads to a 
storage room; follow 
your troops in to give 
them fire support. 
There are likely to be 
two gunmen in here. 

When the room is 
clear, order an Open 
and Hold on the door 
at the room’s far end. 


This door opens on 
the generator room. 
Lots of gunmen are 
down on the lower 
floor, near the 
generators. Snipe the 
gunmen from the 
doorway. When you 
think you’ve gotten 
most of them, order 
the team to follow 
and enter the room. 

A path leads to the 
left, into an office. 
Enter the office, 
moving slowly and 
dealing with anyone 
who pops up inside. 




Mission 6: University 



Terrorists are on 
the other side of a 
door at the end of 
this room. They’re 
visible if you use your 
motion detector while 
standing near the 
wall. They’re primed 
and ready to shoot, 
so we recommend 
opening the door 
from as far back as possible, and then immediately ducking 
back to avoid getting shot. Then, slowly creep forward until you 
have a shot at one terrorist, eliminate him, and then deal with 
the other. 


L 


You can also order an Open and Hold or Open and Clear on this 
door, but the terrorists are in such good position that you’d risk 
injury to your team. It’s safer to open the door yourself, and 
immediately jump back. 



Beyond the door is 
a small room with a 
power control 
terminal. Use this 
terminal to cut power 
to the university. This 
loads the next area. 


West Wing 



I EPEIUn 


(J) West Wing Entrance (Start Point) 
(2) Hostage Location 
@ Classroom Access 
(5) Extraction Zone [Mission Endpoint) 


Walk up the 
basement stairs. 

Have your team Open 
and Hold the door at 
the top, and make 
sure you’re in position 
to fire through the 
door. The two 
terrorists on the 
other side are in 
excellent position to 
deal some damage. Gun them down quickly. 



Slowly round the 
corner, exposing two 
more gunmen lying in 
wait. Take them out, 
then gather your team 
and have them follow 
you as you advance 
through the hall. 



Round another 
corner; there are yet 
more gunmen out 
here. When you’ve 
taken care of them, 
advance to a door and 
have the team stack 
up on it for an Open 
and Clear. 



Give the go order 
for the Open and 
Clear, and charge in 
after the team to 
lend fire support. You 
find yourself on the 
stage of a theater. 

Look up into the 
seats; several 
terrorists are up 
there, and several 
more enter through the doors in back. Gun them down as they 
move through the aisles, and watch out for grenades. [As 
always, stand up and run if a grenade is thrown.) 


xii» 

f One of your team members tends to run into the center of the 
\ theater during the Open and Clear procedure. Be aware of this, so 
j you don’t accidentally shoot him or her while you’re scanning the 
aisles for terrorists! 
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After the 
onslaught is done, 
slowly advance to the 
top of the theater. 
There are three doors 
up here, some of 
which may be open. 
Approach the 
leftmost door, and 
order your team to 
stand near the 

rightmost. Then pop open your door and snipe through it to 
clear out everyone you can see outside [without leaving the 
theater). 



When the area 
is clear, exit the 
theater. Have the 
team rejoin you. Move 
down a long hallway, 
toward the library 
where the hostages 
are being held. 


When no more 



hostiles are visible 
from the doors, enter 
through your door 
and order your team 
to move up through 
theirs. Don’t go far 
into the library — ^just 
go far enough to 
possibly reveal some 
hiding terrorists on 


the upper floor. 

Keep moving toward the other end of the library, sticking to 
the right side. Meanwhile, keep giving the team orders to 
advance as well, through the center of the library. 



When you come 
out from under the 
overhang of the 
second floor, look 
back. At least one 
gunman is still up 
there. Take him down. 


Two doors open 
into this library. Order 
your team to take 
position near the 
closer one, and then 
veer right and open 
the second. The team 
shoots at terrorists 
from their vantage 
point, dropping a few 
and drawing the 
others’ attention. Set 
up a crossfire from 
the other door. 




i The hostages are at the opposite end of the library, on the second 
' level. They’re visible from the first door. Take care not to shoot 
them in this initial assault. 


I 


When you reach 
the other end of the 
library, a couple of 
terrorists charge 
through the doors at 
this end. They’re easy 
to deal with if you 
expect them; mow 
them down. 






The two hostages 
are on the library’s 
upper level. Climb the 
stairs and tag them 
to make them follow 
you. Lead them 
downstairs and then 
have them hold 
position in the library; 
they’re safest here 
for now. 
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When the cafeteria 
and lounge are clear, 
move to the other 
side of the lounge. 
Order the rest of the 
team to move 
forward, to the other 
side of the cafeteria. 


Beyond the 
cafeteria and lounge 
is a hallway with 
science classrooms 
on either side. There 
are lots of terrorists 
in those classrooms. 
When you’re ready to 
fight, order your team 
forward so they can 
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Leave the team 
at the cafeteria 
entrance and move to 
the right. Snipe any 
hostiles hiding in the 
adjacent lounge. 


look into that hallway. (It’s best if they have a view of part, but 
not all, of the hallway. If they can see the entire hall, they’re 
likely to be overwhelmed when the terrorists burst out.) 

Move right along with them and park yourself where you can 
see part of the hall. 

When the terrorists spill out, focus all your firepower on the 
hall; blast terrorists as they charge toward you from both 
classrooms. 


When you’re sure 
the classrooms are 
clear, advance to the 
exit icon. Give a 
Follow order to the 
hostages, and wait 
for them to arrive. 
The mission is a 
success when they 
join you. 


Move through the 
doors at the end of 
the library. You’re 
now in a hall that 
ends in a T inter- 
section. A classroom 
door is on each side 
of this hall. Order 
your team to stand at 
the other end of the 
hall, near the T, while 
you pop open each door by yourself and check for gunmen. 
There’s likely to be one or two of them in one or both of the 
classrooms. (The team protects you from gunmen who appear 
in the T intersection.) 


When the 

classrooms are clear, 
order the team to 
move forward and 
left, near the 
entrance to a 
cafeteria. Stay near 
them and lend fire 
support as they shoot 
several gunmen in the 
cafeteria. 


If you survive this 
onslaught, the 
mission is nearly won. 
Quickly investigate the 
science classrooms, 
checking them for 
stragglers and hiding 
gunmen. 
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These next few missions target the United Fatherland Brigade, 
the same group that staged the attack on Scottish parliament. 
Your aim is to collect enough information to bring the group 
down — but as you’ll soon find out, that’s no easy task. 

Mission 7: Catacomiis 

The United Fatherland Brigade has a hideout in the Paris 
catacombs. Your task in this mission is to infiltrate their lair 
and eliminate everyone inside; do not let anyone escape! 


Walkthrough 

Exterior and Catacombs Level 1 



(1) Insertion Zone (Start Point) 

(2) Catacombs Level One Access 

@ Catacombs Level One Exit (To Next Map) 


You start out in the 
street. Nearby, 
notice a pair of half- 
open garage doors 
that give a view 
into a warehouse. 

Crouch and look 
underneath these 
doors. Several 
terrorists are milling 
around inside; gun 
down as many as you can from the street. (You need to use 
a lot of leg shots!) 




When you can see 
nobody else, open the 
nearby door and 
enter the warehouse. 
Head to the back. A 
couple of holdouts are 
probably sneaking 
around back here. 



Go through 
another door into a 
freezer area. After 
making sure that the 
freezer is uninhabited, 
go down a ladder into 
the catacombs. 


Downstairs, wait 
for your team to 
catch up, then move 
as a group down 
some spiraling stairs. 

Be careful: At the 
bottom are a couple 
of guards, who may 
throw grenades if you 
give them time. Shoot 
them quickly, and 
advance. 

When you reach 
the junction marked 
on our map, turn left 
and proceed. Mow 
down anyone who 
pops up in front of 
you. After you round 
a bend, you’ll see a 
hole in the wall up 
ahead. After making 
sure that the tunnel 
you’re in is free of enemies, peek through the hole into a larger 
cavern, and snipe anyone you can see through there. 




TIJ? 

/ Make sure your team is set up nearby before you start to snipe. 

I Otherwise, a terrorist who approaches from the tunnel to your left, 
or behind you, can end your mission prematurely. 
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When nobody else 
is visible through the 
hole, gather your 
team and advance to 
a metal gate. Open 
the gate and move 
through. Watch for 
gunmen up ahead, 
and from behind you 
as well; a couple are 
likely to come up 
behind you around the time you open that gate. 

You’re now in the 
room you saw 
through the hole just 
a moment ago. Keep 
moving toward the 
spot marked Ambush 
on our map. Slow 
down as you approach 
the doorway. 





As the map label 
suggests, you’re 
going to hit some 
serious resistance at 
this junction. A large 
group of terrorists is 
to your left, and 
several are also 
hidden up ahead [in 
the tunnel you 
avoided when you 
went left at the first junction). Creep forward to this area, 
making sure that your team is behind you. 

When you reach 
the ambush area, see 
if you can snipe 
anyone in the tunnel 
straight ahead. If so, 
do it, and then sit 
back and be prepared 
for a charge from the 
left. Also watch out 
for grenades; if a 
grenade lands nearby, 
jump up and retreat to safety. 




If you stayed back 
in the doorway and 
intercepted everyone 
as soon as they 
appeared, you 
probably got through 
the ambush all right. 
Before advancing to 
the level one exit, 
sweep the other 
tunnels for stragglers. 


Head back toward the junction marked on our map, taking the 
tunnels you didn’t explore earlier. You won’t encounter too many 
enemies, but there will be a few — so take it slowly and carefully. 

When you’re 
certain you’ve cleared 
the tunnels, return 
to the Ambush spot 
and start moving 
forward once again. 
You enter a cramped 
area with several 
crude rooms carved 
out of the rock. 
Sweep through these 
rooms and locate a metal door, and stand beside the door to 
load the next level. 



Catacombs Level 2 



I cPEiun 


(l) Catacombs Level Two Access (Start Point) 
(§) Terrorist Base Entrance 
@ Terrorist Base Exit (To Next Map) 


Slowly advance 
through the hall until 
you reach a doorway. 
Stop before entering 
the doorway, and look 
left. Notice the 
security camera 
overhead. As usual, 
you can disable it, run 
past it, or let it see 
you. We recommend 
disabling this one. 
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Enter the room 
and look through the 
other door. You see 
a big cavern up 
ahead, packed with 
stalagmites and 
stalactites — and 
terrorists. Start to 
snipe. 



After picking off 
everyone you can see, 
gather the team and 
slowly enter the 
cavern. Stick to the 
left, which is the high 
ground, in case you 
missed anyone. 


Unlock a wooden 
door at the end of the 
cavern, then gather 
your team nearby 
before opening it. On 
the other side is a 
barracks room. Hang 
back and snipe 
through the door. The 
terrorists on the 
other side may use 
smoke grenades to provide themselves cover; feel free to 
throw grenades of your own to root them out. 




The door on the 
far side of the 
barracks leads to a 
small generator 
room. Move through 
it, into a subway 
tunnel that curves 
away both to the left 
and to the right. 

Make sure your team 
is beside you, and go 
left. Expect to fight several terrorists as you round the bend. 


Around the bend is 
a security camera, 
and possibly some 
more terrorists. As 
usual, you can slide 
under the camera and 
disable it, or walk in 
front of it to see who 
pops out to answer 
the alarm. In this 
case it doesn’t 
matter much, because you’ve already killed most of the 
terrorists in this small area. 

Ahead is an 
abandoned subway 
train, which you can 
reach in one of two 
ways: through the 
black door beside the 
surveillance camera, 
or through the tunnel 
off to its side. We 
recommend placing 
your team in the 
tunnel, then opening the black door yourself. Your team will 
catch anyone who goes through the tunnel to flank you. 

Through the black 
door is another door, 
and then an office 
overlooking the 
subway trains. Move 
around in this office, 
looking for good 
angles to snipe a 
small group of 
terrorists patrolling in 
and around the trains. 





When your sniping 
opportunities are 
exhausted, go 
forward, into the 
train area, and order 
your team to move up 
and join you. 




Get down on the 
subway tracks and 
cross to the other 
side. Prepare for a 
final charge of a few 
more terrorists from 
the tunnel to the 
right. Mow them 
down as they arrive. 
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Now you’ve cleared 
out the terrorist 
base, but reports 
have come of a 
hostage situation in 
the subway tunnels 
nearby. You need to 
go there. Walk 
through the subway 
cars to the other side 
of the platform, and 
approach the exit icon 


Subway 




to make the next area load. 


(1) Subway Maintenance Access [Start Point) 

(2) Subway Platform Entrance 

(3) Subway Lobby Access [Mission Endpoint) 
(S) Sniper 

L A 


Follow a curving tunnel until a room with forklifts pops into 
view. Halt, and order your team to deploy in the tunnel beside 
you. The forklift room looks empty, but it actually contains a 
bunch of gunmen — so take it easy. 

Creep forward until 
you have a shot at 
someone. Take it, 
then sink back. 

Several hostiles pop 
up from both sides, a 
couple of them 
shooting from cover, 
a couple charging in 
full-speed — so you 
must be ready to 
intercept them. 

When all is clear, slowly advance into the room. Order your 
team to the area’s left side to ensure that nobody is hiding 
back there. 




Take a short hall 
and peek around the 
corner, into a couple 
of joined rooms with 
several more 
terrorists inside. Plink 
away at them from 
the doorway, then 
move in. 



Go through a door 
and up some stairs to 
a long, narrow hall. 
Gun down a couple of 
terrorists in the hall, 
then advance into it 
with your team at 
your side. 



The right side of 
the hall has grated 
windows that overlook 
an area filled with 
machinery. Snipe 
several hostiles 
through this window, 
then advance into the 
machinery-filled room 
through a door. 


Take stairs to the 
bottom of the 
machinery-filled room, 
and explore down 
there. It’s a dead end, 
but you can bet that 
at least one terrorist 
is skulking around. 
Clear the area before 
returning upstairs. 



Unlock a door and 
follow a short hall to 
another doorway, 
which looks out over 
a massive rail 
terminal. Order your 
team to hunker down 
beside you near the 
doorway. 
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Slowly approach the 
main lobby with your 
team at your side. 
Notice the hostages 
down on your level. 
There are terrorists 
down there too, and 
also on the higher level 
of the lobby. 


Slowly advance into 
the lobby when no 
more targets are 
visible. Several 
hostages flee as you 
enter. They run 
toward you, so do not 
mistake them for 
charging terrorists! 


There’s likely to be 
at least one terrorist 
left on ground level, 
to the left of the 
stairs, and a couple 
more to the right, 
upstairs. When all 
terrorists have been 
neutralized the 
mission is a success. 


PRIMA OFFICIAL GAME GUIDE 


Now go left and 
look down the other 
side of the terminal. 

Snipe everyone in 
sight. When nobody 
else is visible, order 
your team to run to 
various spots in the 
terminal, and follow 
them to make sure 
you took out every 
target. (There’s likely to be someone hiding on the top level, 
directly across from your entry point.) 


Take a hall leading 
away from the 
terminal’s lower level. 

Round a corner, 
taking out a guard 
along the way, and 
approach the subway 
lobby. As you get 
close, notice a pillar 
in the middle of the 
hall. There’s a 

terrorist hiding behind the pillar. Approach from the right and 
shoot what little of him you can see. 


Approach a bank 
of turnstiles. Order 
your team to take 
position near lockers 
off to the right; 
meanwhile, veer left 
and go through a 
door for a different 
perspective on the 
lobby. Snipe any 
hostiles you can see 
from over here. 


When the 

hostages have gone, 
order your team into 
the lobby as well. 
Move forward a bit, 
look for enemies, and 
then move forward 
again. Every time you 
move, move your 
team ahead too. 


Snipe through the 
doorway. Enemies are 
across the way, down 
below, and off to your 
left. As usual, don’t 
advance through the 
doorway until you’re 
quite sure you’ve 
taken down everyone 
you can from your 
starting position. 


When you do finally 
enter the terminal, 
order your team off 
to your left. They’ll 
guard you from 
anyone approaching 
from that direction, 
while you continue to 
look down on this side 
for sniping targets. 
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Mission 8: Distiiiery 

The United Fatherland Brigade, the group whose base you 
raided in the Paris catacombs, has another hideout — this one 
hidden in a brandy distillery in the Loire region. This cell is 
headed by Derek Mergen, one of the world’s most wanted men. 
Your task is to infiltrate the compound and capture Mergen. 


Walkthrough 

Factory Level 



I EPEi\in 


(1) Insertion Zone (Start Point) 

(2) Loading Dock Access 

(3) Factory Entrance 

(4) Security System Location 

(5) Factory Exit (To Next Map) 


You start out in a 
restroom. Open two 
doors, and then order 
an Open and Hold on 
the third. This reveals 
a warehouse with a 
couple of gunmen on 
patrol. Snipe the 
gunmen from the 
doorway before 
advancing. 


Enter the 

warehouse and creep 
forward with the 
team at your side. 
Through a warehouse 
door you’ll see an 
outdoor area with a 
parked truck. Snipe 
several gunmen from 
the doorway — 
including one hiding 
inside the truck itself. 





Move outside, near 
the truck. Another 
nearby doorway leads 
to another warehouse. 
Inspect the new 
warehouse from 
ground level, picking 
off anyone you can see 
from out here. 


Climb a couple 
steps to the doorway 
and creep into the 
warehouse with your 
team at your side. Be 
careful: There are tall 
stacks of boxes and 
cargo in here, and a 
couple of hostiles are 
almost certainly 
hiding on both sides 
of the door. Order your team ahead to flush out any gunmen, 
and then follow them to ensure the kill. 



There’s a closed 
door in here. Order 
an Open and Clear on 
the door; your team 
clears a couple of 
terrorists from the 
hallway beyond it. 


Follow the hall to 
another door, and 
order an Open and 
Hold to reveal more 
warehouse space, 
with a big vat to the 
left. Snipe anyone 
visible out there, 
including a gunman 
perched up high, near 
the vat. 




Cross this room 
and enter an outdoor 
area with a wide 
driveway that curves 
left. As you move 
around the corner, 
deal with a couple of 
guards who approach 
from up ahead. 
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LOGKflOWN 




i Notice the green canisters of Legion virus inside the factory. As 




usual, don’t shoot these canisters- 
broken, get far away from them. 


-and if they do somehow get 



Enter the factory, 
watching for gunmen 
who appear atop a 
short set of stairs to 
the left. Clear this 
area before 
approaching the 
doorway where the 
gunmen appeared. 


You find a room 
with six huge vats. 

Get up onto the vats’ 
level, and then order 
your team to hold 
position. Creep into 
the vats’ midst by 
yourself. You may be 
able to surprise a 
couple of guards from 
behind while they’re 
focused on the rest 
of your team. 




After clearing the 
vat area, open a 
fused-shut door on 
the other side. 
Proceed to a small 
outdoor area between 
factory buildings. Gun 
down a couple of 
guards and advance 
into the next building. 


Follow the hallway 
and order Open and 
Hold on a door. When 
it opens, you’re 
looking into a noisy 
pumping room filled 
with vats and tubing. 
Gun down anyone 
visible from the 
doorway before 
gathering the team 
and moving inside. 



Climb a set of 
stairs. When the 
hallway reaches a T 
junction, take a right 
and blast a couple of 
guards. Then order 
your team ahead [just 
in case you missed 
someone up there), 
and turn your 
attention to the left 
arm of the T. Several terrorists are likely to be bunched up 
around the corner. Bounce a grenade around the corner to 
ruin their day. 




Go back into the 
right arm of the T, 
and order an Open 
and Hold on the door 
at the end. The door 
reveals a small office 
with several gunmen 
holed up inside. Pick 
them off and move 
in. Be careful, as 
there’s heavy cover 
dead ahead, and also to your left. Someone may be hiding 
back there. 


Hack the computer 
in this room (or order 
a teammate to do 
so). This disables the 
factory security 
system, allowing you 
to proceed. 
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I EOEmn 


(1) Rooftop Access (Start Point) 

(2) Basement Access 

@ Basement Exit (To Next Map) 
(§) Sniper 


Rooftops and Basemont 


Climb another set 
of stairs and follow 
the hallway to the 
end. The next area 
loads. 


Zoom in and gun 
down the rooftop 
sniper as soon as he 
appears. Now move 
ahead once again, 
and look for anyone 
else in that brewing 
room on the left. 
Clear the room. 


Open the door 
near the computer, 
and climb up the 
ladder on the other 


side. You’re now on a 


balcony overlooking 
the noisy pumping 
room. Start following 
the balcony, but be 
careful. A couple of 
hostiles pop around 
the corner up ahead (on the balcony, not the floor below). Gun 
them down. 


Advance to a door and order an Open and Hold. As soon as the 
door pops open, look to your right, where you’ll notice some 
distant rooftops. They’re empty now, but not for long. 


Leaving the team 
at the doorway, sneak 
forward and peer 
through a window 
into a brewing room 
on the right. A couple 
of gunmen are in 
there. Shoot one of 
them through the 
glass, then 
immediately sink back 
toward the door and turn your attention to those rooftops on 
the right. 











PRIMA OFFICIAL GAME GUIDE 


Ahead is a door. 
Open it and follow a 
short hall to another 
door. Open and Hold 
it. Beyond is a big 
attic area with gated- 
off squares in the 
floor. There are quite 
a few terrorists in 
this grid-shaped area, 
and some of them 
have grenades. Peek and snipe, and be ready to dash back if a 
grenade rolls your way. 


When you’ve taken 
down everyone visible 
from the doorway, go 
through this area and 
enter a winding 
hallway. Follow it to a 
ladder leading down. 


Climb down the 
ladder before the rest 
of your team. You end 
up standing atop a 
big, spiraling 
staircase. A couple of 
gunmen rush up the 
stairs to attack while 
your teammates are 
still busy climbing 
down to join you. 

Whack them as soon as they appear. 


Get off the stairs 
and take the doorway. 
Around the first 
corner are another 
two terrorists who 
are partially blocked 
by metal grating. Lob 
a grenade right 
through the grating to 
take both out at once. 


Climb up a short 
ladder near where the 
two terrorists stood 
guard. Then climb 
down a long ladder 
located alongside an 
elevator shaft. This 
ladder takes you all 
the way down into the 
factory basement. 


Slowly advance 
through the 
basement once your 
team has joined you. 

You enter a cold 
cellar filled with huge 
liquor casks. There 
are quite a few 
terrorists down here, 
and they have 
grenades. Further- 
more, the cold frosts up your goggles, making it a little difficult 
to see. 


The rows of liquor casks effectively divide this area into 
aisles. 



When the rest of 
the team has joined 
you, proceed down 
the stairs. At least 
one more gunman 
will attack along the 
way. When you get 
close to the bottom, 
you can see through 
a doorway. Shoot a 
small group of 
terrorists visible through the doorway [or lob a grenade 
down there). 


When you reach 
the first aisle, order 
your team to hold 
their ground; then 
creep forward and 
look into the next 
aisle. Pick off anyone 
you see up there. 

Then, order your 
team up to join you, 
and move ahead to 
snipe down another aisle. 
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Don’t assume that 
you’ve got everyone 
when all is quiet; 
there are several 
little side rooms 
down here, and 
holdouts may be lying 
in wait in any of 
them. Investigate the 
entire basement 
thoroughly. 


When you’re 
through with the 
basement, advance 
to the level exit icon 
to make the next 
area load. 



Underground Compound 



I cpcnin 


(T) Underground Complex Entrance (Start Point) 
(2) Kill House Access 

@ Derek Mergen Location [Mission Endpoint] 


Gather your team 
and move ahead to 
Point A. Up ahead 
and on your right is a 
short hall that ends 
in a closed door. Still 
farther ahead, the 
tunnel bends left. 

Wait here and gun 
down a couple of 
guards; they may 
appear from either side. 



Move forward to 
Point B, but as you 
do, look right to make 
sure that the door is 
still closed [and that 
nobody is crouching in 
front of it!). At Point 
B you can see into a 
large, curving 
corridor up ahead. 
There may be 

terrorists on both sides of the corridor. Hang back and be 
patient. When you finally do advance, watch out for grenades. 

Enter the big 
corridor and 
approach Point C. 
You’ll find two doors 
here. Order an Open 
and Hold on one door. 
Meanwhile, pop open 
the second door 
yourself, and quickly 
back away to avoid 
getting shot. Scan for 
enemies through the door frames, gunning down anyone you 
can see. 




TI1» 

/ The left room is dark; night vision helps. Even better, use your 
1 motion sensor to locate your opponents’ exact positions before 
opening either door. 



This compound starts 
out with a big loop of 
interconnected rooms 
and corridors. 
Because the rooms 
and corridors are all 
quite similar, and you 
can take a couple of 
paths, giving 
directions is tough. 
We’ve marked 

detailed paths on our map; refer to those frequently as you 
follow this walkthrough. 


After clearing out 
these two rooms, 
follow the path to 
Point D. Use your 
motion sensor to see 
who’s behind the door 
here. Then order an 
Open and Hold on the 
door, and get into 
position to snipe 
when it opens. 
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Enter the room 
beyond the door; it’s 
a crude toilet area. 
Approach the door on 
the other side of this 
room (Point E) and 
use your motion 
sensor again. You’ll 
likely see terrorists 
standing very close to 
the door, on the other 
side. Position the team behind you, and open the door from as 
far away as possible. Drop back as you open it. 


Gun down anyone 
in the hallway beyond, 
then move the team 
out to Point F. Join 
them there. 


There’s another 
door at Point I. Have 
a teammate pop the 
door open while you 
stand somewhat back 
from it. You’ll likely 
have a shot at one 
terrorist [at least) on 
the other side. Gun 
him down. Then, 
either lob in a 

grenade or creep ahead to take out a couple more gunmen 
hiding in the next room. 

Follow the corridor 
to Point J. Order an 
Open and Hold on the 
door, and be prepared 
to fire quickly. The 
door opens on several 
terrorists busy 
shooting targets; if 
you’re fast, you can 
get most of them 
before they have a 
chance to turn and face you. 


Follow the path 
drawn on the map. It 
leads you back to a 
door at Point G. Have 
a team member open 
the door while you 
are in firing position; 
gun down anyone 
visible when the door 
opens. There are 
likely about three 
terrorists in there. 


Proceed to Point 
H. Order an Open and 
Hold on the door. 
Expect a tough gun 
battle with several 
terrorists in the 
large room on the 
other side. 


Advance past the 
shooting range. When 
the corridor ends at a 
pile of sandbags, turn 
left and enter a large 
room set up as a 
combat training area. 


Slowly wind 
through the training 
area with your team 
at your side. Refer to 
the map for the exact 
path. Beware: Your 
opponents are sitting 
around and waiting 
for you, so take it 
slowly and never 
enter an area without 
checking all the corners first. 

Be careful as you 
approach Point K. 

This room contains 
several terrorists set 
up for an ambush, 
plus, when you reach 
Point K you can see 
(and be seen from) 
several different 
parts of the training 
area. Approach very 
slowly, make sure your team is close, and throw grenades to 
make the situation easier. 
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After clearing out 
everyone visible from 
K, do a thorough 
inspection of all the 
little side rooms. 
Make sure nobody’s 
waiting back there! 


Take the door that 
leads away from this 
combat training area. 

Follow a hall, and 
you’ll come upon a 
strange sight. One of 
the terrorists is 
standing above a 
wounded Derek 
Mergen (your target). 

It seems that his own 
men are trying to kill him, rather than let him be captured. 



Gun down the terrorist standing over Mergen [don’t shoot 
Mergen himself) and move ahead to complete the mission. 



Mission 9: Hospitai 

You succeeded in extracting Derek Mergen in the last mission, 
but he was seriously wounded and needs medical attention. 
Fearful that he will reveal their secrets, the United Fatherland 
Brigade has mounted an attack on the hospital where Mergen 
is staying [in hopes of silencing him). Your task is to clear out 
the terrorists from the hospital, and ensure that doctors can 
reach Mergen. 


Walkthrough 

Upper Floors 



I mmm 


(l) Insertion Zone [Start Point) 

(§) ICU Access 

(3) Hostage Location 

( 3 ) Derek Mergen Location 

(§) First Floor Access [To Next Map) 


As the mission 
starts, your team is 
in a hallway leading to 
the front desk. A 
civilian rushes around 
the corner, 
desperately trying to 
escape the terrorists. 

Don’t shoot him! 

Immediately move 
forward and gun 
down the terrorist who was pursuing him. 



If you’re too slow, the terrorist will gun down the civilian. Run 
^ forward right as the mission starts, and you’ll get a good shot at 
I the terrorist. 
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Gather the team 
and round the corner. 
At least one terrorist 
guards the nurse’s 
station up ahead. 

Pick him off and keep 
following the hall. 



When you reach a 
ramp leading down, 
shoot a pair of 
patrolling terrorists 
at the base and then 
move down to a lower 
hallway. 


Up ahead, at the 
end of the hallway, is 
a security camera 
beside a door. Also 
notice a door on your 
right, about halfway 
down the hall. This 
leads to a small 
office, which may 
contain one or more 
hiding gunmen. 

Crouch down and snipe anyone visible from this end of 
the hall. 


Slowly move 
toward the camera. 

We recommend 
letting the camera 
see you; this may 
draw more terrorists 
out to the door 
beside the camera, 
where you can easily 
gun them down. Also 
watch the side room 
because a couple of foes may spill out of there too. 




Order the team 
through the door 
beside the camera. 
Follow them in. You’re 
now in a rambling 
office filled with 
cubicles. Move 
through the office 
carefully. There 
probably isn’t anyone 
in the cubicles, but 
you have to make sure. 




At the other end of 
the office are two 
closed doors: one to 
the right and one 
straight ahead [the 
one ahead is actually 
a pair of doors). Take 
the doors straight 
ahead, which lead to 
a long, straight 
section of corridor. 
Move down this corridor and round the bend. Now you’re 
looking into a big lobby. The hostages you need to rescue are 
behind the front desk, along with some terrorists; more 
terrorists are at the back of the waiting area. Pick off any 
readily visible terrorists from this spot. 



Order the team to 
remain here. They’ll 
shoot at anyone else 
who gets into their 
line of sight. Now 
backtrack, and take 
the other door 
leading out of the 
cubicle-filled office. 

This leads into a 
small ICU room filled 
with hospital beds. Gun down anyone you see in here. 


On the left side of the ICU room is another view into the 
lobby with the hostages. 



Gun down any 
terrorists revealed by 
your new perspective. 
Then order your team 
to advance into the 
lobby from their 
position. They flood 
into the lobby; provide 
them with cover as 
they move. 


60 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


Mission 9: Hospital 



When the area 
seems clear, you’ll be 
tempted to release 
the hostages. For 
now, hold off. Explore 
a loop of corridor in 
the back of this area. 
It leads to a break 
room. Make sure the 
corridor loop and 
break room are clear. 



Move slowly 
forward, bringing 
more of the recovery 
room into view. 
Terrorists use the 
beds in here for 
cover; aim carefully, 
picking them off with 
head or leg shots if 
their torsos are 
covered. 


Now advance 
toward the stairs at 
Point C, making sure 
your team is with 
you. As you approach 
the stairs, a door 
on your left pops 
open and a lone 
assailant attacks. 
Finish him off. 




Now you’ve cleared 
this floor. Return to 
the hostages and tag 
them. Have them 
follow you back to the 
stairs at Point C, and 
then hold position. 
They should stay at 
the top of the stairs 
while you and your 
team descend. 



Head downstairs, 
picking off a couple of 
gunmen at the 
bottom as soon as 
they come into view. 


A doorway leads 
into a recovery room 
down here. Order 
your team up to the 
doorway and, with 
their help, pick off 
any terrorists visible 
in the room. 



Enter the hall at 
the end of the 
recovery room. 
Advance to a second 



recovery room 
[checking out a small 
side room along the 
way), where more 
terrorists are holed 
up. They’ve 
overturned a table to 
serve as cover, so once again, go for head shots. 



The hall beyond 
this next recovery 
room may contain a 
terrorist or two, but 
it also contains 
members of the 
Rainbow Six team, 
hiding behind cover 
and guarding the 
room where Derek 
Mergen is located. 

Do not get trigger-happy and shoot them! They are wearing all- 
black gear, unlike the terrorists, who tend to wear jeans. 
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Ground Floor and Basemont 


Open the door next 
to the guarding 
Rainbow Six 
members, and go 
inside. You see Derek 
Mergen lying on the 
floor between two 
beds. Stand near him, 
and then order the 
two hostages to 
follow you. Eventually 
they arrive and begin 
to treat Mergen’s wounds. 



You receive word 
that the terrorists 
have taken hostages 
in the hospital 
basement. Exit 
Mergen’s room, 
gather your team, 
and proceed along 
the hallway. As you 
approach another 
lobby, watch the 
door — it may open. Gun down a terrorist when it does. 




Pick off several 
terrorists in this 
lobby; as usual, 
sniping through the 
doorway is safest. 

Note that a big 
window gives a view 
of the lobby. Its glass 
is bulletproof, so you 
can safely peek in and 
see your enemies’ 
positions before sniping through the door. 



I cpcmn 


(l) Courtyard Access (Start Point) 

(§) Cafeteria Entrance 

(3) Basement Access 

( 4 ) Hostage Location 

(5) Extraction Zone [Mission Endpoint) 



Head down the stairs. 
At the base, open a 
door and enter a hall. 
Up ahead is a dark 
courtyard with 
several gunmen in it. 
Start sniping them 
from back here. 


TIT* 




Night vision may be useful when looking into the courtyard. 



Approach the back 
of the lobby. Watch 
out for another 
terrorist who may 
open the door back 
there. Take the door 
to a stairwell, and go 
down to load the 
next area. 


Move forward 
with your team 
until you’re at the 
doorway looking out 
at the full courtyard. 
Pick off anyone still 
left out here. 
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There are two 
doors on the opposite 
side of the courtyard. 
Both lead to the 
cafeteria. Approach 
the right-hand door. 
Order an Open and 
Hold on it, and snipe 
anyone visible from 
the doorway. 



Follow the corridor 
on the opposite end 
of the emergency 
room. Locate a set of 
stairs and go all the 
way to the bottom. 
Open the door at the 
bottom, and enter 
another hall. 


Move ahead, into 
the cafeteria itself. 
Bring your team with 
you. A sweeping 
counter here serves 
as partial cover. Gun 
down several more 
terrorists in the main 
cafeteria area, from 
the safety of the 
counter. 




Slowly move 
toward the cafeteria’s 
center. Be careful, as 
there’s a lot of cover. 

Also, watch the hall 
leading out the back 
of the cafeteria. 

Several more gunmen 
are likely to spill out 
of there as you 
approach. Move 
slowly, from one point of cover to the next. 



When the cafeteria 
is completely clear, go 
through the hall at 
the back, which leads 
to the hospital’s front 
desk. Take a right at 
the desk and go 
through a long 
hallway leading to the 
emergency room. 

Park your team at 
the entrance to the emergency room, and start gunning down 
terrorists inside. 


mvui 

There are lots of terrorists in there, and they use beds and pillars 
for cover. As usual, be patient, and advance only once all visible 


t 




targets have been eliminated. 



The hall leads to 
another door. Order 
an Open and Hold, 
and peek inside. 
Beyond the door is a 
laundry room. Pick off 
several gunmen in 
there. (Use head 
shots, because a low 
wall covers their 
lower halves.) 



Proceed to the 
other end of the 
laundry room. Watch 
out because 
terrorists like to hide 
behind the last row of 
washing machines. 
Advance slowly and 
snipe their heads as 
they become visible. 


Order an Open and 
Hold on the door at 
the opposite end of 
the laundry room. 
Take down a couple 
guards in the hallway 
beyond the door, then 
advance. 




There’s an office 
door and window up 
ahead on the right, 
and another door on 
the left. Run up to 
the window and look 
through it. You see a 
terrorist standing 
over a hostage. Blast 
the terrorist, then 
turn around and pay 
attention to the door behind you, which leads to the morgue. 
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Order your 
teammates to open 
the morgue door. Gun 
down another pair of 
terrorists inside the 
morgue (how 
convenient; they 
won’t have to take 
them far!), and notice 
another hostage 
kneeling in the corner. 


Tag both hostages 
to make them follow 
you. You now receive 
word that the 
hostages must be 
taken to the extraction 
zone — but that a last 
group of terrorists 
is making a stand in 
the ER. 


Just as the radio 
warned you, a large 
bunch of terrorists is 
packed into the 
emergency room. 
Move along the hall 
until you can bounce 
a grenade or two 
around the corner, 
into the ER. This 
clears out at least a 
few enemies. 


Return to the 
stairs and follow 
them all the way up 
to the top. Order the 
hostages to hold their 
ground when they 
reach the top of the 
stairs. 


Now advance to 
the doorway, ordering 
the team to take 
position nearby, 
where they can lend 
fire support. Fire at 
anyone visible in the 
ER, and move inside 
when it’s clear. 


Take down a 
couple more 
terrorists in the hall 
on the opposite side 
of the ER. Then 
approach the front 
desk. When you 
reach the doorway 
leading to the front 
desk area, stay there 
and order your team 
to stand beside you. Snipe a few last terrorists hiding in the 
vicinity of the front desk. 


Advance very 
cautiously into the 
front desk area. 

There’s likely to be at 
least one terrorist off 
to your right, and 
another hiding behind 
the circular front 
desk itself. When 
you’re certain that 
the area is clear, 
order the hostages to join you here to complete the mission. 







Mission iO: Docirs 


The action is heating up. While the type of action you’ll encounter 
in these next few missions is the same as before — raiding 
terrorist dens, infiltrating conflict zones, freeing hostages — ^the 
enemies themselves are getting tougher. They almost always 
wear body armor, and even if you miss the armor they can 
absorb a fair amount of punishment. In light of this, head shots 
are even more important than before. Take an accurate weapon, 
and expect your sniping skills to get a workout! 

Mission 10: Docks 

The Marxist Radical Front is planning an arms deal on the 
Calais docks. The French counterterrorist group GIGN will 
assist your efforts to break up the deal and capture the dealer. 

Walkthrough 


Warehouses 



(l) Warehouse 1 [Insertion Zone] 

@ Warehouse 2 Entrance 

( 5 ) Warehouse 3 Entrance 

(4) Customs Warehouse Entrance 

(§) Customs Warehouse Exit (To Next Map) 

(s) Sniper 



You start out in 
an alcove near 
Warehouse 1. Peer 
around the corner, 
into the warehouse. 
Looks pretty quiet, 
doesn’t it? Kind of 
suspicious. Position 
your team nearby, 
where they can 
see out into the 
warehouse. Then lob a grenade off to the left, behind a big 
stack of crates. You’ll blow up a few gunmen loitering back 
there. 



Now you’ve got 
their attention. Hold 
position while several 
hostiles appear, and 
pick them off from 
here. When 
everything is quiet, 
gather the team and 
move through the 
warehouse. 




Exit through a 
small door, into the 
rain. Snipe a guard 
standing atop a 
stairway leading to 
Warehouse 2. 



Two doors lead 
into Warehouse 2. 

One is on ground 
level, and the other is 
atop the stairs where 
you just shot the 
guard. Order an Open 
and Hold on the lower 
door, but don’t give 
the go order yet. 

Climb the steps and 
position yourself at the upper door. 


Open your door 
and snipe into the 
warehouse. A few 
guards are up here 
on your level, so be 
prepared to intercept 
them with a bullet if 



they pop up right in 
front of you. 

Meanwhile, give your 
team the go order. 

Your team opens the door and picks away at the terrorists 
hiding down below. 


f Your team’s gunfire distracts the enemy. Also, their presence 
I prevents anyone from flanking you by coming out through that 
lower door. 
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When all visible 
targets are down, 
creep ahead and scan 
for more hostiles 
down on the main 
floor, among the boxes 
and crates. There are 
certain to be a few 
hiding down there. 



When the 
warehouse is clear, 
go down onto the 
main floor and have 
your team join you. 
Exit through a small 
door on the other 
side; this leads to a 
short hall. 


Open the door at 
the end of this hall, 
and peek out into the 
rain. You’re looking at 
a long alley leading to 
Warehouse 3. 

Several gunmen 
guard this alley, so 
stay back and snipe 
them, and then 
cautiously move 
forward. There’s likely to be a hiding enemy behind a truck 
parked on the left. 




Go around the 
corner and open a 
door leading to a 
short hall. Order an 
Open and Hold on the 
door at the end of 
this hall. Beyond it is 
Warehouse 3. 



and on your level. They may use smoke 
your vision. 


Sneak just far 
enough into 
Warehouse 3 to spot 
someone. Optionally, 
fire a couple of 
bullets to stir up the 
guards. Regardless, 
stay back and snipe 
through the door- 
way. Terrorists 
appear both above 
grenades to obscure 



When nobody else 
is visible from the 
doorway, order the 
team to follow you. 
Creep out onto the 
floor, watching both 
the gallery overhead 
and the area in front 
of you. Proceed 
across the warehouse. 



Take a door on 
the other end. This 
leads to a short hall, 
which in turn leads 
outside. Go outside 
and look to your left. 
The door you see 
is the customs 
warehouse entrance. 


Enter the customs 
warehouse door. 
Follow a short hall to 
a second door, and 
order an Open and 
Hold. Look out into 
the warehouse. 
Several gunmen are 
patrolling out here; 
cut them down from 
the safety of the 
doorframe. 
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The other half of 
the customs 
warehouse becomes 
visible. Take care 
here; look up and left 
as you exit the office, 
and gun down a 
guard perched on a 
high balcony. 



Move out into the 
warehouse. A hanging 
container drops, 
narrowly missing your 
team. Slowly make 
your way around the 
container. 


Container Yard 



I EPciun - 


Dock Administration Access [Map Start) 

( 2 ) Freighter Dock Access 

(3) Container Yard Access 

@ GIGN Location [Mission Endpoint) 



You must get to 
the other side of the 
warehouse, but do it 
slowly. Expect to see 
two more gunmen up 
high on the 
balconies — one 
straight ahead, and 
one to the right. 

There are also 
several hostiles on 
your level, hiding behind stacks of crates and containers. Move 
very slowly, taking the team with you, and exposing very small 
sections of warehouse at once. Don’t rush ahead to where 
multiple hostiles can draw a bead on you. 



Keep advancing; 
use grenades to flush 
out ground-level 
opponents if 
necessary. When you 
reach the other side 
of the warehouse, the 
next area loads. 



You start out in a 
space between 
warehouses. Move 
forward and turn 
right. Proceed down 
the alley where you’ll 
probably encounter a 
single gunman. 


At the end of the 
alley is a window 
looking into the next 
building. Check out 
the window and take 
down anyone visible 
through it. 




Order an Open and 
Clear on the door to 
this building. Your 
team enters a small 
room and takes down 
a couple of targets. 
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Order an Open and 
Hold on the door on 
the other side of the 
room. Beyond is a 
hallway with lots of 
armed terrorists; 
peek out and snipe. 
Lob a grenade if your 
foes are using cover. 


This hallway circles 
a room packed with 
terrorists; a second 
room (which you saw 
earlier, through the 
window) lies to the 
right. Slowly move 
through the hall with 
your team, bearing in 
mind that enemies 
can circle around the 
hallway and flank you if you aren’t aware. 



B When this area is 

clear, locate stairs 
leading up and take 
them. 


Go around a 
corner, and approach 
a spot where you can 
see into a warehouse 
area up ahead. To the 
left, metal is peeling 
off the wall, allowing 
you to see into the 
adjacent warehouse. 

Order your team to 
take position beside 
you, and begin to clear the area. Start by picking off anyone up 
ahead; then, look through the peeling wall and shoot anyone 
visible on the other side. There are lots of enemies here, so be 
patient. 




When the 
warehouse is clear, 
circle around and find 
a stairwell leading 
down. Take it. 



Order a Breach 
and Clear or Shotgun 
and Clear on the door 
at the base. Your 
team bursts into the 
small room beyond, 
taking out a few 
gunmen. Follow them 
closely and mop up. 


Take a long hallway 
to a door. Exit into 
the rain, then enter 
the next building. 

Keep going until 
you’re looking outside 
again, into the 
freighter dock area. 



Pick off anyone 
immediately visible, 
then move your team 
out into the yard, 
behind nearby cover. 
Meanwhile, slide to 
your left and get 
behind a big wooden 
crate. Peek out and 
blast anyone visible 
on the left side of 
the area. 



ivom 




A few terrorists charge at you; be prepared to intercept them 
with bullets. 
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I cncmn 


(1) Insertion Zone [Mission Start) 

(2) Shopping Deck Access 
@ Hostage Location 

(4) Rear Deck Access 

(5) Helicopter Extraction Zone (To Next Map) 


Several more terrorists appear out there (and a couple may 
trickle in from behind, to be met by your team). Blast them all 
to complete the mission. 

Mission 11: Channei Ferry 

Your last raid was largely successful, but some of the Marxist 
Radical Front members managed to escape Calais by hijacking 
a Channel ferry. They have taken some of the crew hostage. 
Your task is to board the ferry, take control of it, and rescue 
the hostages. 

Walkthrough 

Upper Decks 


When nobody else 
is visible, order the 
team to join you. Then 
send them ahead, 
toward the middle of 
the area, while you 
loop around a truck 
to the left. Clear out 
anyone who’s hiding 
behind the truck or at 
the far end of the 
freighter dock. 

Take a narrow alley 
at the back of this 
area. It leads to the 
container yard. As you 
enter the container 
yard, notice an open 
container ahead and 
to the right. Position 
your team near the 
entrance and slide 
left. Several gunmen 
spill out from the container; 


cut them down. 


Go through the 
open container with 
the team at your 
side. Proceed forward 
through the yard. 
Several terrorists are 
engaged in a gun 
battle with GIGN 
operatives up ahead, 
so if you’re quiet you’ll 
get ambush kills as 
you advance. 


Veer to the left 
whenever possible. 
Eventually you come 
out in a spot where 
the GIGN operatives 
are pinned down, 
shooting at 
terrorists. Join the 
operatives behind 
cover, and shoot 
anyone remaining on 
the yard’s other side. 


You presently get a 
new objective: Hold 
down the container 
yard against a final 
surge of terrorists. 
Order your team to 
guard your back, and 
then look out into the 
area where the GIGN 
operatives were 
shooting earlier. 
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You Start out in a 
short hall. Up ahead, 
two doors lead to the 
ship’s bridge. Order 
an Open and Hold on 
the far door, and 
open the near one 
yourself. 



Between your firing 
angle and that of your 
crew, you can clear 
out several terrorists 
from the bridge. 

When nobody else is 
forthcoming, order 
the team to join you 
and do a full round of 
the bridge — but be 
careful. There are 
doors on each end, and another guard or two is likely to enter 
through each door when you get far enough into the bridge. Be 
prepared, and gun them down. 


Exit the bridge 
through either of the 
two doors leading 
outside. Go down a 
flight of steps and 
enter a door 
downstairs. Take 
a second flight of 
stairs down. 




Move along the 
side of the ship. Near 
the ship’s midpoint is 
a pair of doors 
leading inside. Gun 
down anyone standing 
nearby, then use your 
motion sensor to 
scan the other side of 
these doors. 



Order the team to 
open one door and 
stand near it; go to 
the other and open it 
yourself. Peer inside. 
You see a large, red- 
trimmed lounge area 
with terrorists hiding 
behind cover. Start to 
snipe. 


When most 
targets are down, 
order the team to 
advance through their 
door. They’ll probably 
spot a terrorist or 
two that you missed; 
advance and give 
them fire support. 



Scour the lounge 
for hiding enemies. 
When it’s clear, take 
a door near the bar; 
it leads to a short 
hall. Open the door at 
the end of the hall to 
reveal a blue-carpeted 
hallway. 




Follow this hall to 
a gallery overlooking a 
lower shopping area. 
Bring your team up 
beside you, and snipe 
a couple of gunmen 
patrolling the hall 
straight ahead. 



Advance to a 
doorway on the right. 
Go through it until 
you see a tiled area 
up ahead. Deploy 
your team at your 
side, and start to 
snipe terrorists at 
various locations in 
this tiled area. 


ro 
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Clear this whole 
area, including a 
mostly empty 
convenience shop at 
the left end. 



As you approach 
the bar at the rear of 
the lounge, watch for 
an ambush from a 
door next to the bar. 
Open the door [if it’s 
not already open] and 
clear out the hallway 
beyond it. 


The two hostages 
are off to the right, in 
a wood-paneled nook 
off the tiled area. Go 
tag them to make 
them follow you. 



Go into the 
convenience shop and 
order the hostages to 
stay there. Proceed 
through a hallway to 
a stairway leading down. Take the stairs. 



Downstairs are two 
entrances to the 
ship’s lower lounge. 
Approach one of the 
two entrances [it 
doesn’t matter which) 
and snipe anyone 
visible in the lounge. 
Then, order your team 
to hold position here. 



Run over to the 
other side, and peek 
through that lounge 
entrance. Your new 
perspective gives you 
clean shots at a 
couple more 
terrorists, and your 
team protects you 
from getting flanked. 


When nobody is left 
standing [at least, 
that you can see], join 
your team and move 
to the rear of the 
lounge. Send the team 
ahead as you proceed, 
but keep them on a 
short leash. 




The hall leads to 
two doors that go 
back outside. Have the 
team Open and Hold 
one while you open the 
other. Gun down a few 
patrolling guards on 
the outer deck. 


Go outside and 
locate a walkway 
leading to the 
helicopter extraction 
zone. Order the 
hostages to follow 
you. [They can find 
their way to where 
you are.] Then, go 
across the walkway 
to trigger the next 
phase of the mission. 

Lower Decks 





(J) Parking Deck Entrance [Map Start] 

(2) Engineering Deck Access 
(5) Bomb Location 
(4) Lower Deck Access 

(§) Remote Detonator Location [Mission Endpoint] 
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You start out in a 
niche in the car 
parking deck. Order 
the team to move 
slightly farther up into 
the niche, where they 
are mostly invisible to 
anyone looking down 
the length of the car 
park. Then, run to the 
cover of a heap of 
crates draped in a net. 




From this position 
you can snipe down 
both sides of the 
ship. Your team 
cannot see very far, 
but they can cover 
you if someone gets 
too close. 



Snipe on both 
sides of the ship until 
nobody else is visible. 
Then, order your 
team up one side of 
the ship while you 
advance through the 
other. 



A stairwell leads 
down at the other 
end of the parking 
area. Beware of a 
couple of gunmen 
who charge up the 
stairs as you 
approach. Take the 
stairs when you’ve 
dealt with them. 


Downstairs, clear 
a gunman out of a 
maintenance room 
and advance. Notice 
two doors leading to 
the same square 
hallway. Order an 
Open and Hold on one 
door while you open 
the other. Take care 
of a couple patrolling 
guards in the hallway. 




Advance through 
the hallway to another 
door; this one leads 
into the engine room. 
Again, order Open and 
Hold, and get in 
position to snipe 
through the door. 



Pick off any 
terrorists visible from 
the door. Then enter 
the engine room. 

Order your team to 
stand along the right- 
hand wall, while you 
advance along the 
left. A couple of 
terrorists are likely 
left on the other end 
of this room [at least one on each side). Advance with caution. 



The bomb is in the 
back-right corner of 
the engine room. 
Disable it. 


limed Section 

A cutscene now plays, in which you learn that the bomb has 
a secondary detonator. A timer appears on your screen: You 
have five minutes to reach the secondary timer and disable 
the bomb. 


n 
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Noxii: 

! This is the only timed section of the entire game. 


You must now move briskly, but not recklessly. You have 
plenty of time to disable the bomb, as long as you are efficient. 



Order your team to 
follow you. Stand up 
and run to a door on 
the opposite side of 
the engine room; it’s 
along the middle of 
the wall. Take it, 
follow the corridor to 
another door, and 
keep moving. When 
you reach a door 
looking into the cargo hold, lob a grenade inside and start 
looking for targets. A few terrorists are hiding behind cargo up 
ahead, as well as at least one off to the left. 


lycmi: 

In addition to the canisters of Legion virus in the cargo hold, these 
terrorists have biochemical grenades. If one detonates nearby, stay 

L back and wait until the smoke dissipates. Don’t panic; you still have 
time to reach your objective. i 



When nobody else 
is visible, crouch and 
duck under a partially 
open gate to your left. 
Enter the other half of 
the cargo hold. Quickly 
gun down anyone 
hiding on this side. 


On each side of the 
cargo hold is a door 
leading to a junction. 
Enter the junction and 
take another door, 
this one leading to a 
long hallway. Snipe a 
couple of gunmen at 
the opposite end of 
the hallway, and then 
run down it. 



Til* 


Remember to stand up and run whenever no hostiles are in sight; 
this is much faster than crouch-running. 


At the end of the 
hall, hear left and go 
through more doors. 
When you reach a 
large, two-level 
cargo hold, you know 
you’ve found the 
remote detonator. 
Unfortunately there 
are lots of terrorists 
in here, too. 




If you have any 
grenades left, toss 
one amid the cargo 
stacks. Then start 
firing at targets inside 
the hold. Notice the 
walkway up above; 
you might have to 
deal with a target or 
two up there, as well. 


Order your team 
ahead, a few steps 
into the cargo hold. 

Because time is 
limited, and you’re 
near the mission’s 
end, you can afford to 
be more reckless with 
them than usual. If 
they start taking 
heavy fire, look for 
the source and help gun it down. 

If you’ve still got 
40 seconds or more 
left, keep your cool 
and advance slowly 
through the hold. 

□nee you hit the 40- 
second mark, 
however, order your 
team even farther 
ahead (to draw fire), 
and dash to the 
opposite end of the 
hold. Get behind a crate, shoot anyone hiding back here, and 
deactivate the bomb timer while your team covers you. The 
mission is a success when the timer is disabled. 
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Mission 12: Mapseiiies 

Nicolai Yezhov, a former member of the KGB and the October 
Resistance, claims to have information on the theft of the Legion 
virus — plus, he knows the details of a forthcoming October 
Resistance strike. He has defected from the terror group and 
now fears for his life. Your task is to extract him from Marseilles 
in exchange for his potentially critical information. 



Peer through the 
window. A couple of 
hostiles patrol the 
hallway; gun them 
down through the 
glass. Then open the 
door and walk into 
the hall. 





(l) Insertion Zone [Mission Start) 

(§) Side Street Access 

( 3 ) Nightclub Back Entrance 

( 3 ) Downtown Access (To Next Map) 

(s) Sniper 


XO TE 

This mission is unique, because you command only a single team 
member: Price. As a result, you have to be more careful than 
usual with him. If he’s gunned down, you’re flying solo for the rest 
of the mission. 


Walkthrough 

Apartment and NIghtcInb 


Take stairs leading 
up. Open the door at 
the top. Peek out 
onto the balcony and 
gun down any 
terrorists perched 
up here. 


You start out in an 
apartment. You 
receive word that 
Yezhov has changed 
the meeting place to 
an outdoor market. 


u 
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Approach the 
edge of the balcony 
and look down. 
Several more 
gunmen are waiting 
in the mechanic’s 
shop downstairs; 
you can pick them 
off easily from this 
vantage point. 



Mission 12 : Marseilles 



When the shop is 
clear, go back 
downstairs and walk 
out onto the floor. 


When all is quiet, 
have Price follow you 
as you slowly creep 
out into the street. 
Watch for hiders and 
holdouts in the street 
to your right. 



Move out into the 
street. Take a left, 
then another, and 
peek into a narrow 
alley. Snipe several 
gunmen who are lying 
in wait in this alley. 
Then advance. 




Go to the end of 
the alley. Enter 
another small shop. A 
couple more terrorists 
lie in wait inside the 
shop, so enter with 
caution, checking the 
corners as you 
advance. Gun them 
down as quickly as 
they come into view. 



The alley ends in 
an open building. Go 
through the building 
to another alley. 



Walk to the back 
of the shop. Now 
you’re looking into 
another street. Don’t 
go out there yet. 

Order Price to stand 
beside you, and then 
scope the street for 
targets. Several 
gunmen patrol at 
ground level; start to 
take them down from back here. 




As you fight, keep 
glancing up. A couple 
of snipers appear on 
rooftops to your 
right. Take them 
down as soon as they 
appear. 



Take your first 
shot at a ground-level 
target from as far 
back as possible [or, 
throw a grenade 
blindly over the 
Dumpster to start 
the fight). The more 
ground-level enemies you can clear out from long range, 
the better. 


Advance down this 
alley with Price at 
your side, but do so 
very slowly. Notice 
the tenement building 
up ahead, with its 
prominent balconies. 
There are several 
terrorists at street 
level up ahead; when 
you start shooting 
them, a pair of 
snipers appears on 
those balconies. 
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When the gunmen 
up above and down 
below have been 
cleared out, enter a 
nightclub’s back door 
and follow the hall 
until you have a view 
into the kitchen. Don’t 
go inside; hang back. 

You get a couple of 
good shots at 
patrolling gunmen from back here in the hallway. 



Go through the 
kitchen and follow the 
short hall. You’ll know 
you’re close to the 
nightclub’s main room 
when you hear the 
loud music. Stop near 
the entrance and lean 
through the doorway. 

Snipe several 
terrorists in here 
from the safety of the door. 



When you think 
you’ve got most of 
them, run out and 
take cover behind a 
massive speaker. 

From here, proceed 
around the room’s 
right side, and behind 
the bar. Watch for 
enemies hiding behind 
the room’s pillars. 



Follow a hall to the 
nightclub’s ticket 
window and front 
door; gun down a 
couple more 
terrorists here. Then 
round the corner and 
find some stairs 
leading up. Shoot a 
guard on the stairs, 
and then climb them. 



At the top of the 
stairs is a ladder. 
Climb the ladder and 
then immediately look 
right. Shoot a nearby 
gunman on the 
rooftop. Also, shoot a 
second one on a more 
distant rooftop. 


Move forward, 
toward another 
ladder that leads 
down to a lower 
rooftop. Don’t take it 
yet. A couple more 
gunmen are down 
below, and you must 
shoot them before 
getting on the ladder. 

Otherwise, you’ll be 
an easy mark as you climb or slide down. Be patient and wait 
for them to show up. Toss a grenade if you’ve figured out an 
enemy’s location but cannot quite get a shot at him. 




xil» 

f If you brought flashbang grenades, throw one and then quickly get 
1 on the ladder. Climb downstairs while your enemies are too 
stunned to shoot. 



Take the ladder 
down to the lower 
rooftop. Watch out 
for a gunman who 
appears from around 
the corner. 


Look over the side of this roof and ensure that there’s 
nobody down on street level before taking a second 
ladder down. 

When you’re down on the street, follow the alley to the exit 
icon. The next area loads. 
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Mission 12 : Marseilles 


Outdoor Market 



(1) Map Start 

(2) Hostage Location 

(s)Main Street Access [Outdoor Market) 
^Helicopter Extraction Zone [Mission Endpoint) 



You start out inside a 
curving hallway. Order 
an Open and Hold on 
the door up ahead. 
When Price opens it, 
use your scope to 
peer through it. 


You see Yezhov on 
his knees, with a 
gunman standing 
nearby. Snipe the 
gunman and then 
slide forward to 
reveal a second 
armed man. Shoot 
him as well. [The 
mission is a failure if 
you accidentally shoot 
Yezhov — so don’t.) 




Immediately tell 
Yezhov to hold his 
ground; he’s safest, 
for now, in this 
small room. 

Ascend a few 
steps and open a 
door. Follow a hall to 
a second door; order 
Price to Open and 
Hold it. 



Price opens the 
door. Outside is the 
market area. It 
contains both a 
number of civilians 
and a number of 
terrorists, so you 
need to be careful 
out here. 


Step out into the 
market. Order Price 
to step just through 
the door as well. 
Leave him behind you; 
from his position just 
outside the door he 
can lend fire support, 
but he won’t be too 
vulnerable. 


Survey the market. 
Everyone who starts 
out nearby is a 
civilian. The terrorists 
eventually start to 
trickle in from the 
opposite side of the 
market. 



T I j? 

r Here’s a useful tip: Many of the civilians out here are bald. All the 
terrorists have longer hair. Why is this? We wouldn’t dare to 
1 speculate. Just use this fact to your advantage when trying to 
tk decide whether or not to shoot. 



Go up to Yezhov 
and tag him. He now 
follows you. Your task 
is to guide him to 
safety. 



Move forward and 
take cover behind a 
wooden fruit cart. 

Watch for terrorists; 
several appear on the 
far side of the 
market. If Price sees 
someone that you 
don’t, watch his 
gunfire; it points the 
way to the target. 

Always be sure your target is a terrorist before taking a shot. 
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When everything 
has quieted down, 
start toward the 
other side of the 
market. You have to 
weave through the 
carts. 



As you get near 
the market’s far end, 
look left. A couple 
more gunmen are 
likely holed up in a 
niche in the corner. 
Snipe them, and then 
advance to the spot 
where they were 
standing. 


Open the door at 
the end of the 
market, and look out 
into the street. 
Notice a door up 
ahead on the right. 



Order Price out into 
the street beside you, 
and keep your eyes on 
that door. Slowly creep 
forward. The door 
opens, and a grenade 
flies out. After it 
detonates, several 
terrorists burst out. 
Pick them off as 
quickly as they appear. 




Enter the door the 
terrorists emerged 
from. Inside is an 
apartment; cross it 
and open another door. 
Now you’re looking 
outside into a busy 
street. More civilians 
are out here. Don’t 
attack! Just hold your 
ground in the doorway. 


Flip on your motion 
sensor for a moment. 
It lets you see 
through the van 
parked ahead, and 
helps you figure out 
how many of the 
people hovering 
behind it are 
terrorists. [Look for 
the weapons!) 


When you’re 
through scanning, 
look left. You probably 
have a clean shot at 
a gunman over there. 
Take him down, and 
then look to the right. 
Several more gunmen 
approach from a 
distance; pick them 
off as they appear. 

When no more 
enemies are visible, 
have Price follow you 
out to the van parked 
ahead. Using it for 
cover, slide around 
the left side of it to 
reveal any terrorists 
hiding behind it. Take 
them down, and then 
slowly move ahead. 


Head into an alley, 
keeping an eye on 
another alley to the 
left; a terrorist or 
two may be hiding 
back there. Also 
watch a door at the 
end of the alley you’re 
in. It may pop open if 
anyone’s still hiding 
back there. 

Go through that door, and follow the hallway to a second door. 






I 




4 


Order an Open and 
Hold on this door (if 
Price is still with you) 
and peek through. You 
see a long street 
stretching ahead, with 
a couple terrorists on 
ground level and one 
on a balcony to the 
right. Take out the 
one on the balcony 
first, while leaning in and out of the doorframe for cover. 
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Walk down the 
street when all 
resistance is gone. As 
you near the end of 
the street, you see a 
couple of hostiles up 
ahead, and an RPG 
rocket flies out from 
somewhere on the 
left. (It lands nowhere 
near you, but it’s still 
a wake-up call.) 




Stop in your tracks 
and snipe anyone in 
view. Then, zoom in 
and move slowly 
forward, focusing on 
the second floor of an 
apartment building at 
the end of the street. 

The man with the 
RPG launcher 
appears on a balcony 
on the left. The instant he appears, snipe him. 



Now take a closer 
look at the apartment 
building ahead. Notice 
that there are 
gunmen in the upper 
windows; there’s also 
one down on the 
ground floor. Be 
patient and hang back 
here for awhile, 
picking off anyone 
who walks in front of the apartment windows. 



When nobody else 
has appeared at the 
windows for quite 
some time, order 
Yezhov to follow you 
again. He’s a long 
distance back [in fact, 
he’s still in the room 
where you found 
him!), so it’ll take him 
a while to catch up 
with you. Give him time. 



When Yezhov 
appears, wait for him 
to reach you and then 
move ahead. Shoot a 
gunman through the 
ground-floor window 
of the apartment 
building, and then 
unlock the front door. 


As you do this you receive orders to defend Yezhov until the 
helicopter arrives. 

Enter the apartment building, making sure Yezhov and Price 
[if he’s still with you] are following. Have Yezhov halt when you 
reach the base of the stairs. 

At the top of the stairs, watch out for a couple of gunmen 
lying in ambush. Peer around the corners and take them out. 

Open the upstairs 
door and blast anyone 
remaining in the 
bedroom. Then move 
forward, toward the 
window, and order 
Yezhov to follow 
again. Wait for him 
to appear. 



When Yezhov has 
joined you upstairs — 
but is not standing 
very close to the 
window — order him to 
hold position. Then 
order Price to guard 
the stairs you just 
ascended. 



Look out the 
window. Terrorists 
are flooding down the 
from the window. 


street to attack. Pick off the first few 


T|i» 

/ If Price got gunned down earlier, he obviously won’t be around to ^ 
1 guard the stairs. In this case, don’t linger at the window. Just 
^guard the top of the stairs yourself. 


A few terrorists 
eventually get past 
your field of view. 
When that happens, 
run back to the head 
of the stairs, and 
guard it along with 
Price. Shoot anyone 
who appears at the 
base of the stairs — 
or, if you’re adven- 
turous, go downstairs and peek out for a better shot. 

Don’t bother trying to kill all the attackers. Just hold your 
ground. After you’ve held the apartment for a couple of 
minutes, the helicopter arrives. The mission is a success. 



Tll> 

f If Yezhov got killed, you probably either left him downstairs, or let ^ 
I him stand too close to the window. Reload, and this time make 
^SL/re that he’s positioned upstairs but far from the window. 
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This is it — the culmination of the entire campaign. These last 
few missions are tough, but if you’ve been paying attention up 
to this point, you’ve already learned all the skills you need to 
complete them. It’s just a matter of being patient, and 
following the strategies set forth in these walkthroughs. 

Mission 13: NATO Summit 

The October Resistance has attacked the NATO summit in 
Barcelona, taking hostages and planting a bomb that uses a 
new, improved strain of the Legion virus. Your task is to secure 
the building, disarm the bomb, and rescue the hostages. 


Walkthrough 

Ground Floor 



I EPEIUn 


Q) Insertion Zone (Start Point) 
(^Satellite Receiver Location 
(3) Basement Theater Access 
@ Legion Bomb Location 
(5) Theater Exit (To Next Map) 
@ Camera 



You start out in a 
hallway. Advance to 
the door and order an 
□pen and Hold. This 
reveals an entry hall 
with a big, spinning 
globe and two doors. 
At least one terrorist 
is visible through the 
doorway; gun him 
down, and stay put. 


There’s a camera 
to the left of the big 
globe, and it’ll 
probably see your 
team as they perform 
their Open and Hold. 

That’s GK; you’re in a 
great position. Just 
wait while the alarm 
goes off. When a few 
terrorists spill out of 
the far door, shoot them down. 

Enter the hall with 
the globe. Order your 
team to open the 
near door, and guard 
it. Meanwhile, peek 
through the far door 
and snipe anyone 
standing back there. 

Investigate the 
hallway and make 
sure nobody else is 
lurking back there. 


Gather your team 
and take either door; 
they both lead to the 
same place, a gallery 
room filled with 
paintings and vases. 
There’s a camera on 
the right wall. If you 
want to be stealthy, 
hang back in the hall 
and pick off anyone 
up ahead; then order the team to stay put as you dash in, 
hugging the right wall, and disable the camera from below. 

Alternately, move the entire team into the room, trigger the 
camera, and deal with a few terrorists that run in from the 
room’s far side. 

Around the corner 
is another gallery 
room with a camera 
in the wall. Refer to 
the path on the map 
for our recommended 
way of entering. First, 
loop into a back 
maintenance room to 
make sure nobody’s 
hiding in there. Then, 
return to the first gallery and enter the second gallery room 
from there. 

Because the camera in this room is on the near wall, you 
can easily disable it. Otherwise, camp out and watch the far 
end of the room for hostiles when the alarm goes off. (Because 
you’ve already cleared out the maintenance room, you don’t 
need to worry about anyone coming out of there.) 
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Enter a third 
gallery room, this one 
somewhat smaller 
than the first two. 
Once again there’s a 
camera on the near 
wall. Go ahead and 
disable it; it’s very 
conveniently placed. 


Unlock the door on 
the other end of the 
room, and follow the 
hallway on the other 
side. Move slowly. 

Peek into the next 
room through the 
doorway; it’s a high- 
tech teleconferencing 
center. Move your 
team up beside you 
for fire support, and pick off as many hostiles as possible from 
the doorway. 






■ I - 




ifi! 



There are a couple 
of small offices with 
glass windows at the 
rear of this room. 

Gun down anyone 
skulking in those 
rooms. Also, look into 
the offices on the 
other end of the 
room. (These are 
shielded by 

bulletproof glass, so you can’t get in there yet.) 


Open the door on 
the other side of the 
conference room, 
and follow the hall 
until it reaches a T. 
Peek into the T and 
gun down anyone you 
see on either side. 
Then, order your 
team forward to 
Open and Hold the 
door on the left. 



Til* 


Terrorists may burst through that door before your team actually 
opens it. Stand close and lend fire support if that happens. 


While your team 
holds the left door, 
take the right arm of 
the T and open the 
door at that end. It 
opens into the room 
you saw earlier, 
behind the bulletproof 
glass. Clear this 
room, and then rejoin 
your team. 


Walk out into the 
sunlight. You’re atop 
a curving stairwell 
that leads down to a 
patio. Quite a few 
terrorists are down 
on the patio. Order 
your team to stand to 
your right, on the 
steps. Then take up 
position behind the 
cover of the guardrail, and start sniping down onto the patio. 
Pick off everyone you see, then slide down the stairs on your 
left and mop up everyone else. 

Approach the back 
of the patio. Activate 
(or order your 
teammate to activate) 
the computer near 
the satellite dish. 

You now receive 
new orders: Proceed 
to the basement 
theater, and disable 
the Legion bomb 
down there. 


Enter the hallway 
beneath the stairs. 
Follow it to a door 
and order an Open 
and Clear. The team 
rushes through the 
door, into the theater 
lobby. Follow them, 
gunning down any 
patrolling guards that 
you see. 


Two halls lead 
away from the lobby. 
Approach the left 
one, which leads to a 
small storage room. 
Pop open the door 
and make sure 
nobody is hiding back 
there. Then, follow 
the right hall. Move 
slowly, with your 
team at your side. 
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The right hall leads 
to the basement 
theater. Up ahead, 
you can see several 
video cameras 
pointed at the Legion 
bomb that you’re 
supposed to disable. 
Several terrorists are 
sitting behind cover in 
this room. Start 
sniping from as far ba 


Continue to 
advance, sniping all 
the while. When you 
reach the entrance to 
the theater itself, look 
right. There are lots of 
terrorists in a hallway 
over there. Several 
rush in to attack when 
you get to the theater 
entrance. 

When you’re just inside the theater, deploy your team 
nearby and halt for awhile. If the terrorists throw smoke 
grenades, back up and wait until the smoke clears before 
moving back in. Keep fighting. 




as possible. 



When the room 
seems clear, don’t 
run in to disable the 
bomb. First, carefully 
explore a couple of 
small rooms at the 
back of the theater. A 
few holdouts may be 
waiting in there. 


When you’re 
certain that all is 
clear, disable the 
bomb (or order a 
teammate to do so). 

Your new task is to 
rescue the hostages. 
Move through the 
hallway at the back of 
the theater, toward 
the exit icon. The next 
area loads. 



Second Floor and Rooftop 



(l) Second Floor Access (Start Point) 
(§) Hostage Location 
@ Rooftop Access 
(3) Extraction Zone (Mission Exit) 



M 

. ^ 


1 

SS‘1' 

Iff 



' % 



You start out at 
the base of a big 
stairwell. Lots of 
terrorists guard it, so 
walking right up is out 
of the question. 

Order your team to 
stand at the base of 
the stairs. 



Now, throw a 
grenade up and to 
the left; you want it 
to bounce onto the 
hidden part of the 
landing. If you’re 
lucky, this will blow up 
at least one enemy. 

Regardless, the rest 
will be stirred up; 
wait at the base of 
the stairs and snipe any that appear on the landing. 


After nobody else 
appears, slowly climb 
the stairs toward the 
landing. Walk 
backward, looking at 
the stairs above your 
head. There are 
certain to be more 
terrorists up at the 
top; look for opportu- 
nities to shoot them 
through the railing. 
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Have your team 
join you when you 
reach the landing. 
Then move the rest of 
the way up the stairs, 
and open the door at 
the top. 

Walk most of the 
way down the hallway 
on the other side of 
the door. 


ff 

fli = 


Order your team to 
join you at the spot 
where the hall turns 
at a right angle. Make 
sure they have a clear 
view down the next 
section of hall. There 
are gunmen at the 
other end, but they’re 
sometimes reluctant 
to appear. Fire a 
bullet or two and see if they’ll come out. Snipe them if they do. 

Two doors are 
nearby, one on either 
side. One of them 
probably contains 
hostiles. Use your 
motion sensor to 
determine which one. 
Then, while making 
sure that your team 
is still covering the 
hall, open that door 
and lob a grenade inside. Then creep in and finish off anyone 
the grenade didn’t get. 

Move down the 
long hallway. As you 
near the end, slow 
down. Stop at the 
point marked A on our 
map. At this point, 
you’ll probably be 
attacked by a number 
of patrolling gunmen. 

Sit tight and wait until 
the action dies down, 
then order your team to move ahead 



• 


into the intersection. 


Creep left to Point 
B, meanwhile 
watching the corridor 
on the right for 
anyone you missed. 

When you reach the 
door, open it while 
standing as far back 
as possible. Then, 
either lob a grenade 
through it, or peek in 
and snipe a couple of gunmen holed up in the room beyond it. 





w 


u 


i\ 



1 




Now order your 
team to follow you 
over to Point C. Order 
an Open and Hold on 
the door there, and 
snipe a couple more 
terrorists. 



When the Point C 
room is clear, 
advance to Point D. 
There are two doors 
here. Order an Open 
and Hold on one, but 
don’t give the go 
order yet. Get in 
position to open the 
other. 



Give the go order. 

Just after your team 
has cracked open their 
door, open yours and 
start sniping gunmen. 

There are two 
hostages in the back 
of the room, so you 
can’t fire indiscrimi- 
nately. Be careful, but 
also quick, to ensure that the hostages don’t get killed. 


When the room is 
clear, tag the 
hostages but then 
immediately order 
them to stay put. 

Then, gather the 
team and move 
toward Point E. 

Watch the door; it is 
likely to open, and a 
couple of gunmen will 
spill out. Take them down. (If they don’t come out, order an 
Open and Hold and snipe through the door.) 




( ^ . 



Follow the hallway 
until you reach some 
stairs. A couple of 
hostiles may be 
standing on the 
landing. Shoot them 
before advancing. 
Also, watch for a 
third gunman at the 
top of the stairs. 
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Order an Open and 
Hold on the door at 
the top of the stairs. 
The door swings 
open, revealing a wide 
expanse of rooftop. 



There are more 
gunmen out there 
than you might 
expect. They are in a 
variety of places: 
some are way in the 
distance, straight 
ahead; several are on 
a higher rooftop, to 
your left; several are 
very close and slightly 
off to your right. This last group charges the door shortly after 
you open it. 


Your task is to 
stay back in the 
doorway and start 
sniping. Take down as 
many foes as you 
can, as quickly as you 
can. Your team will 
help, but they’re also 
somewhat vulnerable; 
don’t be surprised if 
you lose someone 
here. If someone is taking a beating, try to see where he’s 
aiming and look in that area. You may be able to save him. 




Be patient, and 
keep moving around 
to create different 
angles. Again, we 
stress that there are 
lots of gunmen out 
there. Check every 
possible angle a 
couple of times. 



When nobody else 
is visible, dash 
through the door and 
take cover behind a 
big air-conditioning 
unit. Order the team 
up to join you here. 

Look around for more 
enemies; there’s likely 
at least one still on 
the higher rooftop to 
your left, and several in the lower area right in front of you. 
Mow down everyone in sight. 


Finally, order the 
team to the opposite 
end of the rooftop. 
Join them over there, 
and order the 
hostages to Follow 
you. The mission is 
complete when 
everyone reaches the 
exit icon. 

Mission 14: Estate 

Intel related to the theft of the Legion virus points to an estate 
in Gibraltar. The mansion is owned by Bastian Vanderwaal, leader 
of the Global Liberation Front. He has not been there in weeks, 
but you can expect it to be heavily guarded nonetheless. Your 
task is to search the estate for information on Vanderwaal’s 
location, and also the location of the Legion virus itself. 


Walkthrough 

Warehouses and Office Complex 



(l) Insertion Zone (Start Point) 

(§) Warehouse Access 

(3) Office Complex Access 

( 3 ) Computer File Location (To Next Map) 

(§) Sniper 



84 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




Mission i4: Estate 


You start out in a 
boathouse. Gather 
the team and go 
through the door. 
Follow a hallway to a 
second door, and 
then order an Open 
and Hold. 


Peek through the 
door into a second 
boathouse. Gun down 
a couple of guards in 
here, and then 
advance to the stairs 
leading up. 


Move very slowly 
up the stairs. As you 
round a corner, a 
warehouse packed 
with guards comes 
into view up ahead. 

By moving up one 
step at a time, you 
reveal only one or two 
enemies at once: first 
the guys on a high 
balcony, then those on the stairs leading down, and finally a 
few at ground level. 

When you’ve 
cleared out everyone 
in view from the 
stairs, enter the 
room and take cover 
behind some crates. 

Scan the area and 
gun down anyone left 
out here. 





Go upstairs and do 
a quick tour, making 
sure that the glassed- 
in office up here is 
empty. Also check out 
a side room accessed 
by a closed door. 



Go back downstairs 
and approach a door 
with a light over it. 

Go through, and 
approach a second 
door. Order an Open 
and Hold on that door. 


The next room 
contains rows of 
shelves. Many guards 
are packed in here, 
as well as many 
canisters of Legion 
virus. 



[ Many of the guards are wearing gas masks, so shooting Legion 
■ ' canisters isn’t a particularly useful tactic here. 


The shelves are not solid, so you’ll have a lot of head and leg 
shots from your doorway. 


When nobody else 
is visible, lead the 
team into the room, 
hugging the left wall. 
Watch the big office 
window up ahead; a 
guard or two might 
be hiding behind it. 
Also check out the 
other office space on 
the room’s right side. 



Take the hall 
leading out the back 
of this area. Open the 
door at the end of the 
hall. You’re now 
looking into the office 
complex. Creep 
forward, into the 
office, and up a flight 
of stairs. 



Using the wall at 
the top of the stairs 
as cover, peek around 
the corner into the 
cafeteria. There are 
likely to be five or 
more terrorists in 
there. Slowly 
advance, gunning 
down targets as they 
appear. 
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When the room 
seems empty, enter 
the cafeteria. Follow 
the left wall. Be 
careful, because 
someone may be 
hiding behind a divider 
wall at the center of 
the room. 


Order an Open and 
Clear on the door 
over here (which 
leads into a filing 
room). Follow the 
team into the room. 

In addition to anyone 
waiting in the room 
itself, expect a couple 
of hostiles to appear 
through the far door. 

Eliminate them as they appear. 




Look through the 
door on the other 
side of the filing 
room. Gun down 
anyone in the hallway; 
be careful, as anyone 
standing out there 
may have grenades. 



H After opening the 

door, either bounce a 
grenade through it or 
creep up and pick off 
the guards as soon 
as you have an angle 
on them. 


Now turn your 
attention to Point B, 
where your team is 
still holding the door. 

Give them the go 
order, and they pop 
the door open. 

Several gunmen 
lie in wait in the 
computer room 
beyond this door. Pick 
them off from the doorway. 

At this point, if you 
want to be through, 
you can back up and 
order an Open and 
Hold on the door at 
Point C. Gun down 
anyone behind the 
door, and then make 
a quick tour of the 
office rooms you 
haven’t seen yet. 

Return to the computer room when you’re done. 




Advance to Point A 
marked on our map. 
This is an intersection 
of three doors. Then 
order the team to 
Open and Hold the 
door at Point B 
nearby, but don’t give 
the go order. 


Approach the 
computer file room 
marked on the map 
(Point D). Have a 
teammate open the 
door. Then stand back 
and toss in a grenade, 
or else snipe through 
the doorway until the 
room is clear. 




Stand back (and at as sharp an angle as possible] from the 
restroom door at Point A, and open the door. 




Tii> 

f A couple of guards are hiding in the restroom with their guns 
trained on the door, so it’s critical that you not be standing in full 
view of the door as you open it. This is good advice for any risky 



Use the computer 
in here (or order a 
teammate to do so). 
This loads the next 
area. 


86 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




Mission i4: Estate 


Mansion 



I EPEIUn 


(1) Estate Basement Entrance (Start Point) 

(2) Second Floor Access 

(3) Security Codes Location 
@ Security System Location 

(5) Vanderwaal’s Computer Location [Mission Exit) 
(s) Sniper 


You begin in the 
mansion’s basement. 
Move down a hall, and 
order a Shotgun and 
Hold on the door 
leading to a lounge. 
Your team sets up and 
blasts the door open. 
This makes a lot of 
noise, which is exactly 
what you want. 




Be patient. The 
doors to two kitchen 
areas and another 
hall open into this 
lounge, and multiple 
hostiles are likely to 
emerge through 
those doors. Cut 
them down as they 
appear. 


When all is quiet, 
explore the two 
kitchen areas and 
then move into the 
hall to the left. 




Approach a spot 
where the hall splits 
and you can go either 
left or right. Take a 
right, and ambush the 
guards in another 
kitchen area. 


Keep following the 
right wall until you 
reach a vantage point 
looking down. This 
vantage point looks 
down into a packed 
dining hall. Arrange 
your team behind you 
to avoid getting 
flanked. Then, either 
toss a grenade, or 
begin to snipe down 
into the dining area. 



Expect several more guards to appear through the door on 
the far end of the hall while you’re shooting; snipe them as 
they appear. Be aware that they might try to sneak around the 
wall to your right. If you seem them disappear to your right, 
stop sniping, wait for them to appear, and then blast them. 


TU* 

r There are lots of guards in the dining room. It’s crucial to use 
I cover to limit your view to one or two of them at a time; otherwise 
you’ll get shredded by gunfire. 



When the 
basement is 
completely clear, 
climb the stairs on 
the other side of the 
dining room. Follow 
a long hall. Slow 
down and deploy 
your team to your 
side as the hallway 
approaches a big, indoor courtyard with a balcony ringing it. 



Start to snipe 
enemies in the 
courtyard. Do not get 
too close; there are 
lots of guards in there, 
mostly on the balcony 
level and on some 
stairs to the left. More 
enemies eventually 
appear from a second- 
floor door across the 
courtyard, and if you get too far ahead, it’s easy to get shot by 
these newcomers while you aren’t looking for them. 
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Slowly advance 
until you’re at the 
edge of the courtyard, 
and no more foes are 
visible. Then turn 
around and, while 
backing into the 
middle of the 
courtyard, look for 
snipers on the balcony 
behind you. A couple 
of them are hiding up there. 



Climb the stairs 
and take a right at 
the top. Follow the 
wall until you reach a 
hallway. Follow this 
hall until it turns left. 


Gun down anyone 
visible at the end of 
the hallway, where it 
forms a junction with 
another hall. 

When you reach 
the junction, peek out 
and look for enemies 
on all sides. The 
hallway straight 
ahead is blocked by a 
bookcase, and there’s probably nobody on your left — but if you 
move to the right, you’ll see a gunman behind a barricade in 
the next hall. Take him out. 




Assemble the team 
in front of the door at 
Point A, and then 
order an Open and 
Hold. Beyond the 
door is a formal 
dining hall with a lot 
of bad guys, all lined 
up along the table. 
Immediately snipe the 
visible ones as soon 
as the door is open, then slide back and forth outside the 
doorframe, getting different angles on the interior. 
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Enter the dining 
hall and finish off 
anyone left in there. 
Then take the door on 
the other side. This 
leads into the hallway 
behind the bookshelf 
barrier. Gun down 
anyone out here, then 
order an Open and 
Hold on another door. 
When it opens, you’re looking into a game room. Eliminate all 
resistance by shooting through the doorway. 

Cross the game 
room and take down 
any guards in the hall 
on the other side. Then 
order a Flash and Clear 
or Frag and Clear on 
Vanderwaal’s bedroom 
door. Your team 
unlocks the door, then 
tosses in a grenade 
and clears out a pair of 

guards. Go in after them and make sure the room is safe. 



B Hack the security 

system terminal in 

Vanderwaal’s 

bedroom. 


Now, backtrack all 
the way to the big 
indoor courtyard, but 
don’t actually enter it. 
A new group of 
guards has appeared 
out there. Some are 
downstairs; some are 
up on your level. 

Creep slowly forward, 
picking them off one 
by one. 




When the 
courtyard is clear 
once again, don’t go 
back downstairs. 
Instead, enter the 
upstairs hall on the 
other side of the 
courtyard. Gun down 
a couple more guards 
in this hall. 
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Go to Point B, 
marked on our map. 
There are doors on 
the left and right side 
of this hall. Order an 
Open and Hold [or a 
Flash and Clear or 
Frag and Clear) on 
the left door — but 
don’t give the go 
order yet. 



Open the right 
door yourself and 
clear it. The small 
records room beyond 
the door is probably 
empty, but you must 
be sure nobody’s at 
your back for the next 
sequence. 


Now, give your 
team the go order. 
They open the door, 
revealing a large 
security room that’s 
packed with guards. 
Feel free to hang back 
and bounce a grenade 
into the room, if you 
have one. Otherwise, 
just snipe from the 
doorway until it’s clear. 




Enter the security 
room and use a 
laptop on a table. 

This fully disables 
Vanderwaal’s security 
system. 


You may now open 
a door on the side 
wall, which leads to 
Vanderwaal’s office. 
Order an Open and 
Clear on the office, or 
just pop the door 
open and slowly 
enter. Watch out for 
a guard hiding behind 
some furniture on 
your right. 




After clearing 
the office, use a 
computer in here. 
The mission is a 
success after you’ve 
downloaded infor- 
mation from this 
computer. 


Mission 15: Mercenary Base 


Your raid on Vanderwaal’s estate revealed that he owns a base 
on the island of Minorca. Your task is to infiltrate this base and 
disable the security system, thus clearing the way for Price’s 
team to enter. 

As a side goal, you must not allow Vanderwaal to escape 
the island. 


Walkthrough 

First Level 



I cncmn 


(1) Insertion Zone (Start Point) 

( 2 ) Terrorist Base First Level Entrance 

(3) Security System Location 

(4) Terrorist Base First Level Exit (To Next Map) 


You start out inside a 
round tower. Exit the 
tower. Now you’re 
standing on a long 
walkway. Use your 
scope to zoom in as 
you move down the 
walkway, looking 
directly into the tower 
up ahead. Snipe a 
couple of gunmen 
hiding in the tower. 
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You don’t need to worry about getting shot from atop the 
I tower you’re looking at, even though there’s a big hole near 
the roof where you might expect a sniper. The only enemies 
l^are on your level. 





Slowly enter the 
tower, picking off 
anyone crouching 
behind cover in here. 
Then take the 
doorway leading into 
a hall. 


The hall ends in a 
ladder, but don’t rush 
up to it and descend. 

Instead, look to your 
left as you enter the 
small ladder room, 
because there may be 
a guard lying in 
ambush along the 
wall. [If you miss him, 
he’ll cut you down 
while you try to climb down the ladder.) 




Climb down the 
ladder. Wait for your 
team to get down 
here with you. Then, 
order them to stand 
back. Open the door 
and look out into a 
hallway. 



Outside, a hall 
leads both left and 
right. Across the way, 
a glass window looks 
in on a security room 
you’ll visit later. 


Sit in a spot where 
you can easily snipe 
through that window. 
Start gunning down 
anyone who pops up; 
there will be at least one behind the window, and one or two 
may run in from either side of the corridor, popping up at close 
range. Pick them off as they appear. 




Lean into the hall 
to make sure it’s 
clear. Then go left 
and proceed to Point 
A. Stand by the door, 
waiting for your team 
to show up. 


: mrai Miwiiii i iaiiului h— 

f ' — 

There are lots of different ways to approach this level. Our 
strategy blends a little bit of stealth with a lot of power; our focus 

L is not to avoid most of the guards, but to ensure that you’re 
always fighting them from advantageous positions. Feel free to try 
more of a stealth approach if that’s your cup of tea. 



Order an Open and 
Hold on the door at 
Point A. The team 
opens the door, 
revealing a big room 
with an office area in 
back; the window to 
this office is 
bulletproof, so don’t 
bother trying to shoot 
anyone behind it. 
Instead, quickly mow down everyone else. Then wait for anyone 
behind the glass to come out from behind it, and take them 
down too. 


Notice the camera 
on the far wall. When 
the room is empty, 
order your team to 
hold position. Run 
forward and duck 
behind a half-wall to 
hide from the 
camera. Then, run 
the rest of the way 
underneath the 
camera, and disable it from below. Order 
when it’s disabled. 





Order an Open 
and Hold on the door 
beneath the camera. 
Snipe anyone 
patrolling the stairs 
or hallway beyond 
this door. 
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Climb to the top of 
the stairs, to Point B. 
Order an Open and 
Hold on the door. 
You’re now looking 
down into a two-level 
server room. 



Lots of guards are 
in the server room. 
Some are on the 
ground level with the 
computers, while 
others are on the 
upper walkway that 
you’re on. Approach 
the doorframe 
carefully and deal with 
everyone in sight. 


Have a teammate 
open the door 
beneath the camera 
you just set off. 

Follow the corridor 
beyond this door, and 
look to your left when 
you reach an open 
doorway to a 
restroom. Gun down 
anyone visible in the 
restroom before 
proceeding. 




At the end of the 
hall is another door 
on the left. Open it to 
reveal an office you 
shot into earlier 
(Point C on the map). 
It contains a security 
computer. Operate it 
to disable the 
remaining security 
cameras in this level. 


When you can’t 
see anyone else, 
creep forward, onto 
the walkway. There’s 
a camera on the right 
wall of this room, 
above a lower-level 
door. Don’t he afraid 
to let it see you as 
you creep forward. 

You’re in great 
sniping position right 
now, and can easily pick off anyone who responds to the alarm. 



Go down onto the 
lower level of the 
server room. Watch a 
door on ground floor, 
ahead and slightly to 
your left. A couple 
more guards will 
probably pop out 
when you get down 
there. 




Return to the 
server room and 
climb up to the 
second level walkway. 
Follow the walkway to 
a door. At Point D, 
order a Flash and 
Clear. Your team 
clears out a couple of 
guards in a security 
office up here. 


Enter the room 
and use the computer 
to disable the base’s 
security system. 



Your task is now 
to exit this area. The 
easiest way is to 
backtrack to Point A, 
then follow the hall 
back toward the 
ladder where you first 
climbed down to this level. Then, open a door and take a right, 
ducking into the alcove with the exit icon. You may contact a 
terrorist or two as you do this, but you’ll avoid dealing with a 
good many of them this way. 


r If you want to completely clear the level, don’t enter the alcove 
I with the exit icon. Explore the halls and offices on this end of the 
floor; we avoided them in our walkthrough. Return to the alcove 
IIl when you’re done. a 
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Second Level 



(l) Terrorist Base Third Level Entrance (Start Point) 

(§) Bio-Lab Access 

@ Terrorist Base Second Level Access (To Next Map) 

j 



Advance down the 
corridor, following the 
path drawn on the 
map. Gun down a few 
patrolling guards. 
When you reach a 
guarded door, snipe 
the guard and go 
through. 



Pass through a 
small room packed 
with heavy machinery. 
Have the team open 
the door on the 
room’s other side; 
then snipe a guard 
in the hall beyond 
the door. 


Follow this hall to a 
door at Point A. Open 
the door and peek into 
a large warehouse. 

There are a couple of 
guards on the lower 
warehouse floor. With 
your team at your 
side, creep forward 
until you have a clean 
shot at one. Gun him 
down, then sink back to the doorway and finish off the other. 



Several more guards stream through the door on the other 
side of the warehouse when the shooting starts, so be 
prepared to pick them off. 



Advance through 
the doorway and the 
next hall, until you 
reach Point B. Halt 
there. Around the 
corner to your right is 
at least one guard, and 
also a security camera. 
Ahead and to your left 
are two tiny rooms 
with guards in them. 


Move forward until 
you can see around 
the corner. Kill any 
guards standing near 
the security camera. 

Then, order your 
team to stack up for 
an Open and Hold on 
one of the two doors 
leading to small 
offices. Aim your gun 
at the other. 

When the security camera sees you, the alarm causes 
guards to spill out of both rooms. Cut them down as they 
appear. (Alternately, if they fail to come out, use Open and Hold 
orders and snipe into the rooms.) 

Approach the 
computer terminal 
located directly below 
the security camera. 
Order your team to 
take position nearby, 
in front of the garage- 
style door to the 
right. Operate the 
terminal. The garage 
door slowly opens. 
With the help of your team, pick off a couple of guards in the 
hallway beyond the door. Then follow the hall. 

Order an Open and 
Hold on the door 
leading to Area 2. 

This small room is 
filled with several 
crate stacks. Multiple 
terrorists are hiding 
behind the crates. 

Finish them off with 
careful sniping — or 
just lob a grenade 

over the crates to make things easier. 
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Cross the crate 
room and open the 
next door. It leads to 
a short hall with a 
computer terminal. 
Order a teammate to 
hack the terminal; a 
door leading into the 
bio-lab slowly opens. 
Snipe a few armed 
lab technicians hiding 
inside this room. 



Go upstairs and 
hack yet another 
computer to open a 
door. Take the door to 
the exit icon, and the 
next area loads. 


Final Level 



Use the terminal 
on the other side of 
the lab to reveal 
another hallway. Enter 
the hallway; when it 
bends left, gun down 
a couple guards up 
ahead. Then order a 
teammate to use yet 
another computer 
terminal, near a door 
up ahead. 


When that door 
opens, a second lab 
appears. This lab has 
two levels: ground 
level, which you are 
on, and a second-floor 
walkway. Hang back 
and snipe into the 
lab, making sure your 
teammates are 
beside you to lend fire support. 



When the lab 
seems clear, slowly 
enter — but be aware 
that the upper 
walkway goes all the 
way around this lab, 
so you need to turn 
around and walk 
backward as you get 
inside. This lets you 
spot snipers on the 
upper walkway above 
the entrance. 




I cncmn 


(J) Terrorist Base Second Level Entrance (Start Point) 
(§) Barracks Access 
(3) Underground Hangar Access 
@ Helicopter Location [Level Exit) 

(S) Sniper 



Climb up a short 
flight of stairs and 
approach the tower. 
Guards are on either 
side of the door, so 
approach carefully 
and take them down 
before entering the 
tower itself. 


Move ahead to 
Point A. Order an 
Open and Hold on the 
door there, and snipe 
several terrorists in 
the long hallway 
beyond the door. 
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Enter the hall and 
send your team 
ahead. Look out the 
windows to your 
right. Snipers are 
standing on an outer 
wall of the base; pick 
them off through the 
windows. 



Go to the end of 
this hall. When it 
veers left, watch out 
for a pair of guards 
hiding behind a 
barricade at the end 
of the hall. 



A ladder leads down 
at the end of the hall. 
Watch out for enemies 
climbing it. When you 
reach the ladder, look 
down to ensure that 
it’s clear below, then 
descend. A second 
ladder is downstairs; 
slide down that ladder 
as well. 


When at least one 
teammate is down 
the second ladder 
beside you, open the 
door and step back. 
You’re now looking 
into a huge hangar. 
Inside the hangar are 
a helicopter, plenty of 
terrorists, and a lot 
of canisters of Legion 
virus. 



Set up an Open 
and Hold on the 
barracks door at 
Point B. The barracks 
contains quite a few 
guards [as you might 
guess); many are on 
the room’s left side. 
Pick them off from 
the doorway. 


Four tiny side 
rooms are attached 
to the barracks. The 
one most likely to 
contain hiding guards 
is on your right as 
you enter; it’s also 
the only one with a 
window. Shoot anyone 
visible through the 
glass. Then methodically check the three other small rooms, 
using your motion sensor to see beforehand if anyone is hiding 
inside. 


Enter the hall on 
the other side of the 
barracks. Using 
crates for cover, 
eliminate a couple of 
terrorists patrolling 
this hall. 





iVOTK 




I The terrorists all wear gas masks, so it’s no use to shoot the 
^ Legion canisters. 


IL 



Start to snipe 
through the doorway. 
Hang back and be as 
careful as possible. 

Be aware that a 
couple of terrorists 
start out very close 
to your door and may 
pop up right in front 
of you. Be prepared 
to cut them down. 


When nobody else 
is visible, slowly enter 
the hangar and start 
creeping down the 
metal stairs. Watch 
out for a terrorist 
who’s likely to be 
hiding beneath the 
stairs; if you miss 
him, he’ll shoot you in 
the back. 
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Several small 
doors are on the 
hangar’s perimeter. 

Gather the team and, 
hugging the wall, 
circle around the 
entire hangar to 
check these doors. 

Ignore the 

helicopter, but watch 
for holdouts hiding 
near crates behind the helicopter. 

When all terrorists have been cleared from the hangar, the 
mission is a success. 

Mission 16: Casde 

You managed to prevent Vanderwaal from completely escaping 
the area, but he has fled into a nearby castle. The Legion virus 
is being produced in a bio-lab somewhere in this castle, so you 
can expect to face bio-weapons during this mission. 

Your task is quite simple: Locate and eliminate Vanderwaal. 

Walkthrough 

The Courtyard 




I cpcmn 


(T) Insertion Zone (Start Point) 

(2) Courtyard Entrance 

( 3 ) Courtyard Exit 

@ Keep Access (To Next Level) 
(S) Sniper 



You start out in a 
hall. Ascend two 
short stairways, and 
then open a door. 
This reveals a spiral 
staircase leading up. 



When you reach 
the top, follow a long 
hallway. Be aware 
that guards are 
posted behind cover 
at various points in 
the hall, so move 
slowly and snipe 
whenever you see an 
exposed body part. 

When you reach 
Point A you’ll see 
some corridor 
junctions up ahead. 

Hide behind boxes 
here, and fire a 
couple of shots to 
lure patrolling guards 
into the junctions. 

Gun down anyone who 
appears. 

Then, advance into the first junction. Have your team sit 
tight here, and then move forward; peek into the second 
junction. Your team prevents you from being flanked as you 
snipe at enemies near Point B. 


Approach the 
doorway at Point B, 
and go inside. Be 
prepared to pick off 
an enemy at the 
other end of the hall; 
also be prepared to 
run if he tosses a 
grenade. 
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Follow the corridor 
to the door at Point 
C. When you get 
here, leave your team 
behind. Open the door 
and then immediately 
slide back. You’re now 
looking out into the 
castle courtyard. 


There are a few 
gunmen out in the 
middle of the 
courtyard, but your 
main concern is the 
snipers on the walls. 
There are several of 
them, and a few have 
RPG launchers. Some 
won’t be visible right 
away, so stay alert. 




ymi 

W4WP 
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Crouch in the 
doorway, exposing 
just one sniper at a 
time whenever 
possible. 


TI1» 

f If you happen to look up and see the vapor trail of an RPG rocket 
I cruising toward you, jump up and duck back into the hall. Wait for 
the RPG to hit and the smoke to clear, and then go back to sniping. 



When you 
absolutely can’t see 
anyone remaining on 
the castle walls, 
gather your team and 
start to advance into 
the courtyard. 




f As you enter the courtyard, you’ll notice Dieter Weber [your 
I teammate] sitting in a high tower on the left. He’s there to give 
you cover. Occasionally he may snipe at someone on the walls or in 
IIl the castle itself. Don’t get trigger-happy and shoot Weber! j 



As you approach 
the center of the 
courtyard, turn around 
and walk backward the 
rest of the way. Watch 
for gunmen along the 
castle walls, and also 
in some high windows 
on the left side of the 
castle. 



When you reach 
the other side of the 
courtyard, enter a 
door at ground level 
at Point D. Once 
inside, climb some 
stairs. Now you’re up 
on the walls. 



Turn left when you 
reach the top, and 
start moving along 
the wall. As you go, 
watch the castle 
closely. In particular, 
scan the windows 
near Point E; also, 
look at a small 
balcony in the same 
area. A sniper or RPG 
carrier may appear on that balcony at some point. 


Slowly move 
toward Point E, 
watching the castle’s 
windows and 
balconies as you 
approach. Gun down 
anyone you see there. 

Enter the castle at 
Point E. Shoot down 
anyone waiting on the 
stairs inside, and 
then begin to climb. 




As you climb the 
stairs, turn around so 
you’re constantly 
looking at the landing 
right above you. A 
couple of guards are 
perched on these 
landings, so take it 
slowly. 
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At the top of the 
stairs, cross the 
balcony you saw from 
down below. Enter 
the hall with the 
exit icon to load the 
next area. 


The Keep 



I EPEmn 


(l) Keep Entrance (Start Point) 

(§) Tower Access 
@ Dining Hall Access 
(§) Rooftop Access (To Next Map) 
@ Sniper 



You start in a narrow 
hall. Move forward 
and turn the corner. 
Up ahead, shoot a 
guard standing near 
an archway. 



lab itself, a three-room facility, has been 
keep’s main floor. 



Creep ahead, 
watching for a couple 
more guards standing 
just past the 
archway. 

When you reach 
the archway, look 
down. You’ll see that 
the keep of the castle 
has been converted 
into a bio-lab. The bio- 
built down on the 


Descend a few 
steps and peek into 
the first room of the 
bio-lab. Gun down a 
guard in there. Then, 
enter. 


Move slowly 
forward, looking into 
the bio-lab’s second 
room. There’s likely 
another guard or two 
in there. Gun them 
down, and then creep 
ahead. 




The third room of 
the bio-lab has 
several guards, and 
they might charge out 
at you. Consider 
lobbing a grenade into 
this room. Otherwise, 
just approach with 
extreme caution, 
making sure that your 
team is either 
following closely or deployed somewhere beside you. 



When the third 
room is clear, move 
through it. Now 
you’re through with 
the bio-lab, and back 
into the regular 
castle. Move ahead to 
some steps, which 
ascend to a tower. 
Climb the steps. 


prifnagames.cpfn 


9 ? 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 









PRIMA OFFICIAL GAME GUIDE 



LOGKflOWN 



There’s a pile of 
crates atop the 
stairs. Beyond the 
crates is a long 
chamber packed with 
hostiles. Order your 
team to stand behind 
the crates. Join them, 
and start gunning 
down anyone visible in 
the chamber beyond. 


XT1» 

j A couple of enemies may be hiding just on the other side of the 
crates. Be prepared to gun them down if they suddenly pop up. 



When nobody else 
is visible, advance to 
a second row of 
crates on the other 
side of the chamber, 
meanwhile watching 
for holdouts that 
weren’t visible from 
your starting position. 


Take a hall leading 
away from the right 
side of this chamber. 
Round a corner. Up 
ahead, pick off a few 
gunmen lying in wait 
in a smaller room 
filled with boxes. 



More gunmen than 
you probably expected 
are holed up behind 
the various boxes in 
this room. Advance 
slowly into the room, 
using boxes as cover, 
and ferret them all 
out. [Optionally, lob a 
grenade deep into the 
room to soften up the 
opposition first.) 




Past the box room 
is a curving stairway 
leading up. Start to 
climb it, but carefully; 
there are a couple of 
guards along the way. 


When you reach 
the top of the stairs, 
a brief cutscene plays, 
showing Vanderwaal 
(your target). Then 
gameplay resumes, 
and you’re looking out 
into a giant dining hall. 




Sink back down 
the steps. Use the 
steps themselves as 
cover, moving back 
and forward to adjust 
how many enemies 
can see you at any 
given time. 


T11?J 

f' Make sure your team is conservatively positioned on the steps 
I while you snipe. If you let them go too far forward they’ll get 
shredded. 


Snipers are in windows above the dining hall, as well as lots 
of troopers hiding behind cover in the hall itself. Take your 
time, staying back on those stairs as long as necessary to 
clear out much of the room. 


When nobody else 
is visible, slowly creep 
forward, but beware: 
On the right side of 
the dining hall, above 
some stairs, is a pair 
of hostiles wielding 
RPG launchers. Use 
your scope as you 
move ahead, watching 
the hall’s right side. 
The very instant the RPG guys come into view, drop them. (You 
have a deal with a couple guards with regular guns, as well.) 
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Mission i6: Castle 



Tlie Roof 



■rmi'i 


(1) Rooftop Entrance (Start Point) 

(2) Landing Pad Access 

(3) Bastian Vanderwaal Location 


You start out on a 
corner of the roof. 
Don’t be startled by 
motion on your 
right — that’s just the 
turning vanes of a 
windmill. 

Follow the corridor 
to the left. 


Open a fused door 
and go through it. 
You’re now in a short 
hall with a doorway to 
the right and a closed 
door to the left. Set 
your team up beside 
some boxes in here, 
and then peer 
through the doorway 
on the right. Gun 
down a couple of terrorists standing beside the windmill 
machinery. 

Move ahead to the 
closed door. Open it 
and slowly enter a 
small room on the 
other side, but be 
sure that your team 
is with you. The door 
on the other side of 
this room pops open 
when you get about 
halfway in, and 

several terrorists charge toward you. If you’re prepared, it’s an 
easy task to cut them down. 

Go through a 
second room, and 
then order an Open 
and Hold on the next 
door. Get ready to 
snipe. This door 
reveals an outdoor 
area, with several 
guards established 
behind cover. Pick 
them off before 
advancing. 

Move forward, 
into the rain. Turn 
left, and look down a 
long, narrow hall 
with a door at the 
end. Position your 
team where they 
have a view down 
this hall. Then, creep 
down the hall. 

The door at the 

end of the hall opens, and a grenade is tossed. Back up quickly 
so you don’t get caught in its explosion. Then, either snipe 
several terrorists who come through the door, or move aside 
so your team can fight them. 
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Go through the 
open door at the end 
of the hall. Advance 
until you reach 
another door, and 
then open it. 

There are likely to 
be guards on either 
side of this door, just 
sitting in prime 
ambush position. We 
recommend tossing a grenade just past the doorframe to take 
out both of them simultaneously. Otherwise, creep forward and 
quickly lean out to gun them down. 

Take a left and 
look out across the 
rooftop. [Don’t go out 
there, though). The 
center of the rooftop 
is dominated by a 
platform filled with 
crates. (The platform 
is actually a 
helicopter landing 
pad.) A sunken 
walkway circles the platform. 

Very slowly and carefully, advance until you can see some 
guards hiding amid the crates. Pick them off. Be very cautious, 
frequently using your lean ability, and ducking back whenever 
you hear gunfire. 

Now, advance a bit 
farther, watching the 
sunken walkway for 
more enemies, partic- 
ularly on your left. 
Because the sunken 
walkway goes all 
around the platform, 
some of those troopers 
can get pretty close to 
your position. 


When you’re sure 
that the entire area is 
clear, take the steps 
leading down to the 
sunken walkway. But 
as you do so, watch 
the battlements to the 
right. Several snipers 
pop up over there 
when you get down 
into the walkway. 

Quickly pick them off. 

You can only go in one direction around the walkway. Follow 
it. When you get close to the spot where the walkway leads up 
to the platform, a helicopter appears overhead. Also, a few 


enemies appear on 
the castle wall where 
you were standing a 
few minutes ago. 

Press up against 
the wall for cover as 
the helicopter flies 
overhead. 




Slowly inch the team 
away from the wall. 
Follow them, looking for 
the gunmen that have 
trickled into position 
overhead. Don’t go up 
onto the crate-covered 
platform yet; do your 
looking from the 
sunken walkway. 




When you’re pretty 
sure nobody is left up 
there, quickly run up 
onto the platform and 
hide behind a crate. 

Vanderwaal has 
appeared on the 
same battlement 
where the snipers 
appeared a few 
minutes earlier. He’s 
got a sniper rifle of his own, and he’s a crack shot. 


Pop in and out of the cover of your crate, quickly, and figure 
out exactly where Vanderwaal is standing on the battlement. 
When you’ve spotted him, zoom in on that location and put a 
shot into his head. 

When Vanderwaal falls, you complete the mission — and the 
campaign. Congratulations! Even with this walkthrough, it 
hasn’t been easy! 


f The action doesn’t have to end here. You have several options for 
j replaying every mission, including Lone Wolf, in which you try to 
y complete each mission without the help of a team. Check it out, 
^snd see if you’re up to the challenge! i 
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Multiplayer games demand practice. Only with time will you 
become familiar with the maps, your opponents, and the 
techniques that work best. We can’t provide you with 
experience, but we’ll do the next best thing. This chapter’s 
purpose is to give you a jump-start on multiplayer, clueing you 
in to the basics and providing helpful tips that might otherwise 
take awhile to figure out. By the time you’re done here, you’ll 
be ready to jump in and test your skills against the compe- 
tition, either on your local network or online. 


mmi 

Tom Clancy’s Rainbow Six: Lockdown features two broad categories^ 
of multiplayer games: cooperative and adversarial. We cover both 
i here, but because cooperative games are a lot like single-player 
I (just with human allies instead of Al-controlled teammates], our 
I /T7a//7 focus is adversarial. j 


Adversarial Game Settings 


Before diving into any 
multiplayer game, 
take a good, hard 
look at the game 
settings. They can 
have a profound 
effect on your 
strategy. 



The following game 
settings apply to all 
adversarial [player vs. 


player) games: 


xoTii: 

i Settings that are specific to one particular game type are covered 
y later in the chapter. This section just deals with universal settings 
I that apply to multiple game types. 


• Score Limit: The game ends when one player or team 
scores the desired number of points. [Points are awarded 
differently for different game types.) Set the limit high for a 
longer game, low for a shorter game. 

• Time Limit: If no score limit is set, or if no team manages 
to achieve the score limit, the game ends when the time 
limit expires. The time limit can be set as long as one hour. 

• Rounds: If you want to play several games in a row, with 
the computer keeping track of each team’s wins and losses, 
set a number of rounds. Otherwise, just set this to 1 and 
the win/loss slate is cleared after every game. 

• Auto Teams: When this is enabled, the computer automat- 
ically shuffles players around to form teams. When 
disabled, players may select their team manually. 

• Allow Classes: If enabled, players may choose between four 
classes, which are discussed later in this chapter. If 
disabled, everyone starts out with the same abilities, and 
everyone can carry the same weapons [with some 
restrictions; keep reading for more on this). 


• Allow Reticle: When disabled, this prevents players from 
displaying the targeting reticle [crosshairs) on their screen. 

Here are a few notes and recommendations about those 

game settings: 

• Until you’re familiar with the scoring method for each game 
type, don’t set a score limit. Just set a time limit for 
roughly the amount of time you want to play. 

• When in doubt, use short time limits. Nobody wants to get 
stuck in a game that lasts forever, especially after it has 
become clear who will win. 

• Classes have a big effect on gameplay. If they’re enabled, be 
sure to pick a class appropriate for the game type and the 
role you want to play. [More on classes later.) 

• Disabling the reticle can really mess with inexperienced 
players. That’s because they haven’t yet become used to 
the weapons, and don’t yet have a feel for how recoil, 
changing their aim, or running affect the reticle size 
[weapon accuracy). Leave the reticle enabled for a more 
beginner-friendly game — or disable it to maximize your edge. 

Classes 



All adversarial team 
games have the 
option of enabling 
classes. When 
enabled, each player 
may choose to be one 
of four types: 


• Assault is the most general-purpose class, with strong 
weapons, decent speed, and decent durability. It is the 
default selection; if you don’t explicitly choose a class, you’ll 
be an Assault player. 

• Demo players have excellent heavy armor and can disarm 
bombs quickly. They can take weapons that are potent up 
close [think shotguns), but they have limited long-range 
firepower and are quite slow-moving. 

• Recon players have access to assault rifles and SMGs, and 
it’s the fastest-moving class. They can also use scope 
attachments — something that other classes may not carry. 
But they’re also the most lightly armored and fragile. 

• Sniper has access to just one primary weapon, the W2000 
sniper rifle. But it’s an exceptionally powerful weapon that 
scores one-shot kills whenever the Sniper uses the scope. 

Most game types involve teams, and it’s useful to have a 
mix of class types on your team. Different classes perform 
different tasks well, and loading up exclusively on one class 
type is likely to cause more harm than good. 
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Weapons Restrictions 



Weapons seiection is 
iimited by ciass type and 
team seiection (merce- 
naries or Rainbow Six). 

You can see exactiy 
which weapons each ciass 
gets just by seiecting the 
ciass, then ciicking 
through the various guns 
avaiiabie to that ciass. 

But here’s a summary: 


i 



Weapons are aiso restricted by the side you’re piaying for. 
Rainbow Six team members tend to have access to western 
gear, whiie mercenaries are more iikeiy to have access to 
Russian or Chinese weapons, in practice, this usuaiiy doesn’t 
make a big difference. There are a variety of weapons in most 
categories, and many of them are interchangeabie, so you can 
usuaiiy find a weapon to fit the hiii — regardiess of the side 
you’ve chosen. 

Weapon attachments and items are aiso governed by ciass. 
Check out this tabie for detaiis: 



Red Dot 

Yes 

No 

No 

No 

Scope 

No 

No 

Yes 

No 

High Capacity Magazine 

Yes 

No 

Yes 

No 

Suppressor 

No 

No 

Yes 

No 


As the tabie shows, the Demo and Sniper ciasses are 
compieteiy shut out of the weapon attachments game. Recon 
characters have the iargest seiection of attachments, inciuding 
the extremeiy powerfui scope. And Assauit piayers are the oniy 
ones who can use the red dot. 


XOTE 

It’s worth noting that although the Sniper cannot use the scope 
attachment, an excellent scope is [obviously] built into his main 

L weapon. Also, Assault players who want a silenced weapon can 
take the ASS assault rifle, which has an integrated silencer. i 


Finaiiy, note that the items you may carry are governed not 
by ciass, but by the side you’re on [Rainbow Six or merce- 
naries). Equipment is covered iater, under Muitipiayer-Oniy 
Weapons and Features. 

Summary of Ciass Strengths amt Weaknesses 

Different maps and different situations catt for different 
ciasses. Yet, part of the decision comes down to personat 
preference, and most ciasses can be made to work in most 
situations, it’s just important to reatize when you’re facing a 
situation that favors a certain ciass. 

For exampte, if you’re piaying a game of Rivairy with a very 
smaii team (say, oniy two piayers per side), you’d probabiy 
want to avoid the Demo ciass. Rivairy demands fast movement 
from one objective to another, and in this situation, a Recon 
opponent might be abie to compiete a fast objective before 
your siuggish Demo characters can even reach it. 

Simiiariy, when piaying a combat-oriented game such as Free 
for Aii on a wide-open map, you might want to take a Sniper — 
or at ieast a character who can use scopes (Recon). 

But even these situations can be made to work. A siow 
Demo piayer might be abie to get to objectives just fast enough 
to win the Rivairy game, for exampie. And he might 
compensate for his iack of a scope by hiding in a iimited, 
enciosed section of the otherwise wide-open map. 



The Assauit ciass is a 
soiid choice for any game 
type, it’s hard to go wrong 
with a ciass that’s pretty 
good at everything: good 
speed, good durabiiity, and 
good weapon seiection. if 
there’s a weakness to the 
Assauit ciass, it’s mereiy 
the fiip-side of its versa- 
tiiity. Whiie it does 
everything fairiy weii, it gets trumped in individuai areas by the 
more speciaiized ciasses. 




When piaying the Assauit ciass, it’s important to be acuteiy 
aware of other piayers’ ciass, rather than your own. By under- 
standing the other ciasses’ iimitations, you can put the Assauit 
ciass’s versatiiity to work. 

The key is to just be aware. Are you fighting a Sniper? Weii, 
Snipers are iousy up ciose, and you’ve probabiy got an assauit 
rifie or machine gun with good in-ciose power. So bring the 
fight in ciose, if possibie. 
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Multiplayer 


Your next opponent might be a Demo player. Well, the Demo 
guy is limited to shotguns and the grenade launcher, so in this 
case, you’d do well to pretend you’re a Sniper. Hang back, and 
if you have an assault rifle, pick away at him from afar. Use 
your red dot attachment to increase your edge in accuracy. (If 
you have a heavy machine gun, get close and use your superior 
speed to flank him.) 

When fighting Recon players, get in close if at all possible. 
Your weapon is at least as damaging — and probably more so — 
than his, at close range. Plus, his armor is weaker. You only 
need to score a couple of hits to win the fight. 

Demo 

The Demo class is 
very appealing 
because it’s heavily 
armored and has 
access to potent 
short-range weapons. 
Demo characters also 
have the very 
powerful grenade 
launcher. This makes 
the class a 

powerhouse in defensive situations; any game that requires an 
element of defense can benefit from a Demo player. 





.1 - 




Your biggest 
challenges as a Demo 
player are lack of 
speed and lack of 
range. You can get 
decent range on the 
grenade launcher, but 
it’s an indiscriminate 
weapon: in some 
ways superior to 
bullets but in other 
ways inferior. It’s not a great option for combat at extremely 
long or extremely short range. 


Stick to easily defensible spots whenever possible, and 
avoid wandering around in the open. This is especially true 
because a Sniper can score a one-hit kill on you, despite your 
heavy armor. This makes the Sniper the worst enemy of the 
Demo player. 


As a Demo player, be acutely aware of the terrain at all 
times. Constantly stick to terrain that limits enemies’ ability 
to see you from afar. Enclosed areas also minimize enemies’ 
speed advantage. Lay claymores or laser tripmines to 
further interfere with fast-moving, unobservant foes. And 
when you reach a good spot, don’t be in a hurry to leave it. 
You’re the king of enclosed spaces, so stick to them when 
you find them. 


Recon 



Speed is your ally as a Recon player. You’re faster than 
everyone else, so use that to your advantage. You can always 
run away, and you’re the best-equipped class for dictating what 
range to fight at. 


If you’re antici- 
pating a wide-open 
map, take an assault 
rifle and scope. Fight 
from long range 
whenever possible. 
Your ability to use the 
scope is one of your 
biggest strengths, 
so maximize the 
situations where you 
can use it. 



The exception to that rule occurs when you’re fighting a 
Sniper. In that case, fight from close to medium-close range, 
where the sniper rifle becomes clumsy and your own weapon is 
far superior. 

On maps with lots of enclosed spaces, you’ll be forced to 
fight close-in. When that happens, you can’t stand still; you 
have to use your speed. Gear yourself up for mobile close- 
range combat by taking an SMG with low recoil and high 
maneuverability; this maximizes your ability to run and gun. 


r The Recon class is great for a highly skilled player with a mobile 
I fighting style. If you tend to hang around in one place, or your 
I movement skills aren’t particularly developed, consider another 
tL class instead. 




Sniper 


Snipers are the ultimate 
choice for players with 
excellent aim. Their ability 
to score one-hit kills when 
using their rifle’s scope 
makes them the 
undisputed masters of 
long-range combat. The 
drawback is that the 
Sniper has no genuinely 
powerful close-in 
weapons, so he’s 
extremely disadvantaged in 



a short-range fight. 
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Unless your sniping skills are unearthly, consider the map 
before choosing the Sniper. Wide-open maps such as 747 are 
great, and many other maps have at least a few big areas where 
you can ply your trade. But maps that feature lots of walls, 
twists, turns, and small areas are really not your strength. 


Avoid close-range combat whenever possible. Use claymores 
and other deployable items to fortify your area and keep enemies 
away. If close-range combat is inevitable, throw grenades or whip 
out a pistol and fight while on the move. You won’t win many of 
these fights, but then again, you aren’t supposed to. Just do 
your best, and try to avoid close-in fighting as much as possible 
in the future. 


Multiplayer-Only Weapons and Features 


Here’s a list of equipment and features that are unique to 
adversarial multiplayer games. 



The W2000 sniper 
rifle is available only in 
multiplayer, and only 
to the Sniper class. It 
scores one-hit kills if 
you’re using the 
scope, but deals less 
damage if you’re 
shooting from the hip. 
You cannot move while 
zoomed in with it. 



The Rainbow Six 
team has access to 
frag, phosphorus, and 
flashbang grenades, 
but not smoke 
grenades. 

The Rainbow Six 
team also has three 
equipment types: 



Flash mines are placed on the ground. When the 
enemy gets close they detonate, causing the 
same effect as a flashbang grenade. 

Breach charges work just as they do in single- 
player games. Use them as an offensive weapon 
when the enemy is near the door. Also, you 
might want to destroy doors as a matter of 
course, just to avoid nasty surprises. 



C4 charges are placed on the ground and 
detonated by a timer, which can be 
adjusted at the time you place the charge. 



The mercenary team has access to frag, smoke, 
and virus grenades. Virus grenades slowly release a 
cloud of toxin that’s instantly deadly to Rainbow Six 
players. Mercenaries are immune to the toxin. 

Mercenaries also can use the following equipment 
types: 



Claymore mines are placed on the ground and 
detonated by a hand trigger. 



Laser tripmines emit a laser beam, 
and the mine is detonated 
whenever that beam is broken. 
They’re dangerous to both teams. 



Lock fusers permanently weld a door shut. This tool 
allows players to limit access to certain areas. 


Til* 

I The laser beam shooting from a laser tripmine is normally 
invisible — but it becomes visible if you use night vision. 




At various points in 
each multiplayer map 
are cameras and 
virus bombs. The 
mercenary players 
can use a PDA at any 
time [default key: [b]) 
to look through those 
cameras, and then 
trigger the associated 
bomb. This allows 
them to kill any Rainbow Six operatives who 
happen to be in the area. 
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Multiplayer 


Rainbow Six players can disable those cameras with the 
action key, just as in the single-player game, to limit the merce- 
naries’ ability to use the virus bombs. The mercenaries can re- 
enable the cameras in the same way. 

The Rainbow Six team has its own 
special ability: the motion sensor [pictured 
here), which works just as it does in single- 
player games. You can briefly flip the 
motion sensor on to see through walls and 
ferret out ambushes. When used correctly 
this is a great asset. 

In a Free for All game, you still pick a team — Rainbow Six or 
mercenaries — but the only things it affects are which weapons 
and gear you can select. You’re not really on a team — it’s every 
man for himself. 

Also in Free for All games, mercenaries don’t have their 
usual immunity to the Legion virus. They can be killed by the 
camera/bomb combos, just like anyone else. 

After you get killed, 
you can cycle through 
your respawn points 
and choose where 
you’ll eventually 
reappear. Use this 
feature to avoid areas 
that are packed with 
enemies. This is 
particularly crucial in 
Free for All games. 

If you die, all the traps that you set will disappear. 

Super-Tip: If you’re killed, press [Esc] while scrolling through 
respawn zones. You return to the outfitting screen, where you 
can change your equipment. You’ll have the new equipment 
when you reappear. 



Bomb 

1 

Disable (Rainbow Six) or detonate 
(mercenaries) a bomb 

Hostage 

2 

Tag a hostage and lead him/her back to 
your base 

Satellite/Mainframe 

L. 

3 

Activate your satellite u 
find the mainframe and 

plink, then quickly 
hack it ^ 


(We’ll discuss the objectives in more detail in a moment.) 


Teams score points for completing objectives. Depending on 
the game settings, the game ends either when a team reaches 
a certain point threshold, or when a timer elapses [in which 
case the team with the most points wins). 

Gameplay Sequence 

Shortly after the game starts, an objective is assigned. The 
actual objective is random: It may be a bomb, hostage, or 
satellite/mainframe objective. 

At this point, both teams scramble to complete the 
objective. In the process they’ll certainly come into contact with 
each other, and bullets will fly. There is no explicit point reward 
for killing members of the other team, but a killed player has to 
wait awhile before jumping back into the game. Obviously, the 
more enemy players are stuck waiting to rejoin the game, the 
less resistance you’ll face, and the easier it is to complete an 
objective. 

Once an objective has been completed, there’s a brief wait, 
and then a new, random objective appears. 

This continues until one team wins on points or the timer 
expires. 

Objectives Explained 

There are a few subtle points to understand about each 
objective. Here’s a quick review. 




TI1» 

' That last tip was so important, we’ll say it again: Press |Esc| while 
I you’re “dead” to go change your equipment. This allows you to 
change gear in response to game conditions. 


Rivalry is a team game 
of objectives. One 
team assumes the 
role of the merce- 
naries, while the other 
plays Rainbow Six. 

There are three 
types of objectives, 
which are randomly 
assigned throughout 
the game. They are 
as follows: 



Bomb Objective 


When this objective is 
assigned, a bomb 
appears somewhere 
on the map. Both 
teams see a visual 
indicator showing the 
bomb’s location. 



Your first task is 
to approach the bomb 
and use your action 
command on it until 
the taskbar fills and you hear a beep. 


mrni 

If you’re playing as the Rainbow Six team, the action command 
! starts the process of disarming the bomb. If you’re the merce- 
I naries, the action command does just the opposite — it starts to 
arm the bomb. This difference has no actual effect on your 
strategy, however. The bomb is armed and disarmed in exactly the 
same way — with the action key. The only difference is that when 
Rainbow Six succeeds, the bomb disappears safely, and when the 
mercenaries succeed, the bomb blows up. Be sure to stand back! . 
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You’re completely vulnerable while you’re activating the bomb, so 
you want your teammates to guard you during this time. 


□nee you’ve armed or disarmed the bomb, there’s a brief 
waiting period before the bomb actually disappears or 
detonates. A new taskbar appears to show the bomb’s 
progress. You must defend the bomb while the taskbar fills. If 
you do so, you score a point. 

On the other hand, if the other team has activated the 
bomb, you want to reach it before the taskbar fills. If you 
manage to get there in time, you can use the action key to 
switch the bomb’s programming, converting it over to your 
side. Now you get to try to defend the bomb until the 
taskbar fills. 

The objective is completed when the bomb has either been 
disarmed or detonated. 


When the hostage 
objective is assigned, 
a hostage is randomly 
placed somewhere on 
the map. This 
hostage is simply a 
civilian who wanders 
aimlessly until he’s 
tagged. 

Your first task is 
to locate the hostage 
[follow the onscreen icon!) and tag him with your action key. 
Once you tag the hostage, he will follow you. 

Each team has a base somewhere on the map. When the 
hostage is following you, go to your base. [A base icon appears 
once the hostage is following you, so it shouldn’t be too hard to 
find.) You score two points when the hostage has been safely 
led to your base. 

Here are some important tips on how the hostage behaves: 

• If the enemy has tagged the hostage, you cannot steal him 
away by tagging him yourself. Instead, you must kill the 
player the hostage is following. Once you do that, the 
hostage reverts to his neutral, wandering state, and anyone 
else may tag him. 

• Killing the hostage makes you lose two points. So, be very 
careful when the hostage is near. Shoot with caution, and 
think twice before lobbing a grenade. 

• The hostage may get slowed down by corners and 
obstacles, but he keeps following you no matter how far 
away you get. So you don’t need to keep stopping and 
waiting for him to catch up. 

The objective is completed when one team has led the 
hostage into its base, or when the hostage is killed. 


Hostage Objective 



Satelllte/Malnframe Objective 

The satellite/mainframe objective is the most complicated of 
the three tasks. But it also pays the most points when 
completed, so read this section carefully! 

When the objective is first assigned, each team is assigned 
to a satellite uplink [a satellite with a computer attached). An 
icon appears, showing the location of your team’s uplink. 


Each team has its own uplink, so you don’t need to fight over them. 



Follow the icon 
to your uplink. When 
you get there, use 
the action key to 
activate it. 


xii» 

j When activating the satellite uplink, don’t aim at the satellite dish 
' itself. Instead, aim at the laptop connected to the satellite. 


After you’ve activated the satellite uplink, you must wait for 
a short while as the uplink process is completed. A taskbar 
shows the uplink progress. 

As soon as the 
uplink is completed, 
you see a new icon. 
This marks the 
location of the 
mainframe computer. 
Hurry to the 
mainframe and 
activate it with your 
action key. This 
initiates another 
progress bar. When the bar fills completely, you score three 
points. 

Here are some important tips about the satellite/mainframe 
objective: 

• While each team has its own satellite uplink, there’s only 
one mainframe. So, there’s likely to be a fight at the 
mainframe after one team has activated its uplink. 

• You have only about a minute to hack the mainframe after 
completing the uplink. If you wait too long, the window of 
opportunity is lost. Now you have to go back to the satellite 
and re-initiate the uplink to get another crack at the 
mainframe. 
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• Both teams can activate their uplinks simultaneously. If this 
happens, either team is capable of hacking the mainframe — 
it’s just a matter of which team actually gets to the 
keyboard first. 

• When the other team’s uplink is active, an icon showing 
their uplink satellite appears. If you follow that icon to their 
uplink and use the action key on it, you can close their 
uplink, thus canceling their hacking attempt. Now they have 
to reestablish their uplink if they want another shot at the 
mainframe. 

The objective is complete when one team successfully 
activates its satellite uplink and hacks the mainframe. No 
points are given for partial success; you must actually hack the 
mainframe to win this objective. 

Game Settings 

The main setting to watch in Rivalry games is Number of 
Active Objectives. If this is set to one, the game features 
only one objective at any given time. Both teams will be fully 
focused on that objective, so the gameplay is intense and 
concentrated. 

If there is more than one active objective, though, 
multiple objectives will appear simultaneously. In this case 
you have to decide which objectives to pursue, and which 
ones to ignore. 

Strategy 



A good mix of classes 
is best if you have a 
big team — but when 
teams are small, the 
Recon class is always 
a winner in Rivalry 
games. Its high speed 
allows you to reach 
objectives quickly. 


Be aware of the number of active objectives. If this is set to 
one, concentrate fully on your current objective. If there are 
multiple objectives at any one time, it may be profitable to 
avoid a fight and grab the easy, unguarded objectives. 

Communication with your team is essential, particularly on 
the satellite/mainframe objectives. Some team members might 
want to permanently camp near your satellite uplink, while 
others handle the mainframe area. If the teams are large 
enough, you might want to have someone harass the enemy 
satellite uplink full-time. 

Demo players are good at guarding the base for hostage 
objectives, and at guarding satellite uplinks or mainframes. 


Retrieval 



Retrieval is a 
“neutral flag’’ game, 
meaning that there is 
only one flag, and 
when it first appears, 
nobody owns it. You have to collect the flag and return it to 
your base to score a point. 


Retrieval is a capture- 
the-flag style team 
game. As usual, one 
team is Rainbow Six 
while the other team 
is the mercenaries. 


No points are awarded for fragging members of the other 
team — but killed players must wait awhile before they’re 
allowed to return, so it’s very advantageous to kill the other 
team and get them out of the way. 

Gameplay Sequence 

When the game starts, a neutral flag appears somewhere on 
the map. 


f The flag location is random and changes every time, though 
you’ll notice that there are a few specific spots where it tends 
to appear. 




Both teams now 
try to get the flag. 

Pick up the flag by 
running over it. 

□nee you have the 
flag, you automat- 
ically switch to your 
secondary weapon. 

You may not use your 
primary weapon while 
you have the flag, 
though you may continue to use grenades and other items. 




Each team has its 
own base. [Typically 
these bases are on 
opposite ends of the 
map.) After collecting 
the flag, run to your 
team’s base to score 
a point. 



After a team 
scores, there’s a brief 
wait, and then 
another flag appears somewhere on the map. 
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The game ends when one team reaches the score limit, or 
the time limit expires. 

Game Settings 

Show Enemy Flag Marker makes a big difference. When enabled, 
an enemy flag carrier is always highlighted by an onscreen icon. 
This makes it much easier to know where the enemy carrier is at 
all times. When disabled, no icon appears — so unless you’re 
looking at the carrier, you’ll have no idea where he is. 

Swap Goals swaps the locations of the Rainbow Six goal [base] 
and the mercenary goal. So for example, if the Rainbow Six goal 
is usually in a warehouse, and the mercenary goal is usually in a 
parking lot, enabling Swap Goals makes Rainbow Six’s goal the 
parking lot, and the mercenaries’ goal the warehouse. 


Teamwork is 
essential. Figure out 
who’s attacking the 
flag and who’s 
guarding your base. 
Or, have everyone 
move as a team. 

Send out faster 
classes to grab the 
flag and retrieve it 
[Recon is ideal). 

Demo players are great for keeping the base clear of enemies. 

In wide-open maps. Snipers can defend flag carriers, even 
from afar. 

Let your most skilled player grab the flag. Everyone else 
should protect him. 

Rainbow Six team members can use their motion sensors to 
spot [and avoid) potential ambushes when they’re taking the 
flag back to their base. 

It can be valuable to get the flag close to your base, even if 
you get killed. A teammate may be able to pick it up and take it 
the rest of the way. 

Don’t let the enemy camp near your base. If they get a foothold 
there, respawn elsewhere, then come back and clear them out. 

Team Adversarial 

Team Adversarial is 
simply a team 
deathmatch. As 
usual, there are just 
two teams: Rainbow 
Six and the merce- 
naries. Once players 
have selected their 
team and the game 
begins, their task is 
simply to eliminate 



Strategy 



the other team. Points are awarded for killing members of the 
opposite team. 

Gameplay Sequence 

Team Adversarial doesn’t have a gameplay sequence per se; it’s 
just a free-form battle royale. 

You lose points for killing yourself or your teammates, so be 
careful. This is particularly necessary if you’re using grenades, or 
any weapon with the potential to harm targets within a wide radius. 

Game Settings 

The most important setting for this game type is Respawn. If 
you disable it, players do not respawn after they die; they’re 
simply out of the game. This turns the game into a “last man 
standing’’ scenario, where victory is ensured by having at least 
one team member survive until the end. 

Most times. Respawn is enabled. This leads to a more 
typical team deathmatch, where players can keep coming back 
after getting killed. The winning team in such a game is the one 
that scores the most points. 

Strategy 

The one great rule of 
Team Adversarial is 
that there’s safety in 
numbers. Even a 
great lone player will 
usually fall to two or 
three enemies. 

Don’t stand so 
close to your 
teammates that you 
get in the way while 
he or she shooting, or get blown up by the same grenade. But 
do stay close enough to lend fire support. You’ll get a lot more 
easy kills this ways, because your enemies will be distracted 
fighting your teammates. 

Beyond that, pick a class that you like [if classes are 
allowed] and stick to areas that play to that class’ strengths. 




Free lor All 


Free for All is the simplest game type. As the name suggests, 
it’s an every-man-for-himself frag-fest, where the only goal is to 
score as many kills as possible. 

Being killed [or killing yourself) does not subtract from your 
score, though if you’re killed you do lose precious time while 
waiting to respawn. 
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Free for All is the only multiplayer mode that does not involve some 
kind of team play. 


Gameplay Sequence 

As with Team Adversarial, there’s really no gameplay sequence 
to Free for All. Just gun down everyone in sight. If you get 
killed, pick a respawn location that’s relatively free of enemies. 
Then look for some more kills. 


As in Team Adversarial, you may disable Respawn in Free for 
All to create a "last man standing" type of game. 

Also, be sure to take note of the score limit (if any) and the 
time limit. If it's getting close to the time limit [or score limit] 
and your score is very close to that of someone else, you'll 
want to be extra-aggressive and try to seize the victory. 


mrtii 

f 

If Respawn is disabled, a killed player is permanently out of the 
mission. This makes for a tense, realistic game. 

On the other hand, enable Respawn for a more forgiving game 
in which killed players can come back to play some more. 


Human players are typically more skilled than Al teammates, 
but they’re also less predictable. You’ll need to learn how to 
work together to succeed in co-op missions. 

Terrorist Hunt 

Terrorist Hunt missions are cooperative multiplayer missions 
that take place on standard campaign maps. Team up with a 
friend or friends to clear every mercenary off the map. (The 
normal objectives for that mission don’t apply; your only goal is 
to clear the level of mercenaries.) 

An onscreen counter tells you how many mercenaries are 
left on the map. 

Multiplayer Maps 


Strategy 

Because deaths don’t hurt your score, you can be somewhat 
reckless in Free for All. It’s better to be aggressive and score 
lots of kills than to be overly cautious, hiding in a safe spot but 
not getting into too many fights. 

Look for enemies fighting each other. Some of your easiest 
kills come from mopping up two or more players who are busy 
fighting. 

Use grenades or grenade launchers for cheap kills. Throw 
grenades into masses of foes, or anticipate where they’ll be 
and aim there. 

Don’t get caught up in fighting one particular opponent. Go 
for volume, mowing down lots of enemies indiscriminately 
rather than hunting one in particular. 

Pay attention to the score and time limits, and ramp up 
your aggression when either is close. Often, a last-second 
burst of activity will win you the game. 

Cooperative Game Types 

There are two cooperative game types: Cooperative missions 
and Terrorist Hunt. Both cooperative game types use the 
campaign mission maps depicted in Chapters 3 through 7, not 
the special multiplayer maps used for adversarial games. 


Cooperative missions are simply campaign missions where 
other human players take the place of your Al-controlled team. 
This can be a very rewarding and fun game type. The key is 
communication. Be sure to select your preferred difficulty level 
[Normal or Challenge), and enable or disable Respawn. 


There’s no substitute for actual experience on a particular 
map. Just get out there and play, and you’ll eventually learn 
the map’s unique vantage points. 

Here’s some information to get you started, beginning with 
a table showing which maps are available in each game mode. 




Team Adversarial 

Retrieval 




747 

Yes 

No 


Yes 


Bunkers 

Yes 

Yes 



■ 

City Streets 

Yes 

Yes 



■ 

Mansion 

Yes 

Yes 

Yes 

Yes 


Mines 

Yes 

Yes 

Yes 

Yes 


Mint 

Yes 

No 

No 

Yes 


Prison 

Yes 

Yes 

Yes 

Yes 


Syria 

Yes 

Yes 

Yes 

Yes 


^asteland 

Yes 

Yes 

No 

Yes 

j 


747 features a big 
plane on a tarmac. 

The majority of the 
map is the plane’s 
surrounding area, not 
the plane itself — and 
that outside area is 
big and flat. Snipers 
and Recon characters 
will feel right at 
home. Demo 
characters should hide inside the plane itself. 
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Bunkers is a big, 
open map riddled with 
trenches and a few 
semi-enclosed 
bunkers. You can see 
clear across the map, 
making this a Sniper’s 
paradise. Hide behind 
rocks or inside 
hunkers for the best 
sniping opportunities. 


mvni 

Bunkers and 747 are, hands-down, the easiest sniping levels. 
y You’ll really have to work to make short-range weapons work on 
II those maps. 




City Streets is a 
large map laid out in 
a rough square. The 
central street is 
blockaded, so you 
need to either use a 
basement level or go 
through warehouses 
on either side to get 
to the map’s 
opposite end. The 
long streets provide good sniping opportunities, though not 
many up-high perches. 

Mansion is, as you 
might expect, a big 
house. A central 
landing with 
balconies provides 
decent mid-range 
combat opportu- 
nities. Snipers should 
check out the 
second-floor bedroom 
windows, where you 
can see the lawn. Demo and Assault characters will want to 
prowl the interior rooms. 





Mines contains a 
lot of underground 
terrain. Expect mid- 
range fighting oppor- 
tunities. 


Mint features a 
few very distinct 
areas: the close- 
quarters business 
offices of the mint 
building, the industrial 
back part, and the 
large surrounding 
area. Snipers should 
stick to the exterior, 
while others look for 
opportunities inside. 


Prison features a 
lot of interconnected, 
medium-sized areas. 
Some long hallways 
work well for sniping, 
but Recon and 
Assault characters 
are probably the 
safest choices. 




Syria is a large 
map filled with small 
courtyards, close- 
packed apartment 
buildings, and a lot of 
twists and turns. It’s 
tough for Snipers, but 
good for heavy 
classes such as 
Demo and Assault. 



Wasteland is a big 
junkyard. The two 
halves are connected 
by both an upper 
mine shaft and a 
lower basement area. 
The basement 
contains virus bombs. 
The mine shaft 
outlooks are good 
sniping areas, as are 
a pair of low rooftops accessed via ladders. This map has 
something for every class. 

Awards 

There are three awards given in multiplayer [adversarial] 
games. These awards have no effect on your Uhi.com ranking, 
and do not influence the game's outcome; they are only for 
individual bragging rights. 
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• Sharpshooter: Given for consecutive head shots. The first 
player to score two head shots in a row is given this award. If 
he keeps hitting consecutive headshots, the game keeps track 
until he fires a shot that fails to hit the head, or he dies. 

Once the award is given, another player can steal it by 
scoring more consecutive headshots. (For example, if the 
current holder of the award has three consecutive head 
hits, another player must score four to take the 
Sharpshooter award from him during that round.) 

• Iron Man: Iron Man is only awarded if there are four or 
more players in the round. To earn Iron Man you must 
survive two minutes or more, while dealing at least one 
point of damage to an enemy every 60 seconds. The longer 
you stay alive, the longer the counter goes — as long as you 
are still damaging enemies. [The damage requirement 
prevents you from hiding in a corner, avoiding combat, to 
steal the Iron Man award.) 

When ties occur (for example, two or more players meet 
the qualifications to get Iron Man) the award is not given. 

As with Sharpshooter, this award may be stolen. Stay 
alive longer [while dealing at least some damage every 
minute) than the current award holder, and you'll take the 
title away. 

• King Salmon: This "anti-reward" is given in games with four 
or more players. King Salmon is granted to the player who 
has died the most times (and therefore has amassed the 
most spawns — get it?) in the round. But there are a few 
conditions. 

- A player must have more deaths than kills to be King 
Salmon. 

- A certain number of deaths that must be reached before 
the King Salmon award is given. This number grows or 
shrinks based on how many players are in the round and 
how long the match time is. 

- There are never ties in the award system, so only one 
player can be Sharpshooter, and so forth. However, it is 
possible for a single player to have all three awards at the 
end of a match. 

Designer Dps 

Here's a bundle of tips that came straight from the game 
developer. Some are clarifications on complex aspects of the 
game; others are suggestions for improving your skills. The 
only common theme is that they're all extremely useful. So 
read on, and prepare to be enlightened! 

• Rainbow's biggest advantage over the mercenaries is the 
motion sensor. Use it frequently and you'll know where the 
enemy is before they know where you are. Novice players 
usually find Rainbow to have an advantage over the 
mercenary team because of the tremendous benefit of the 
motion sensor. An experienced group of mercenary players 
can be devastating, though, when they use their strengths 
to their advantage. 

• Virus grenades are a powerful tool for mercenaries. 

- Use them to choke key points in a level temporarily, 
forcing Rainbow to wait for the cloud to disperse or take 
a different route. 


- Use them to buy yourself a few seconds when you're being 
chased [with a flag or a hostage). 

- Lob them directly into the middle of hectic fights because 
your mercenary teammates are immune to the damage; 
this makes them much safer than frag grenades. 

- When you secure a bomb objective in a Rivalry game and 
are waiting for it to detonate, toss a virus grenade onto 
it. Now the Rainbow team cannot disable the bomb until 
the cloud disperses. 

• In Retrieval games, the Flag Markers setting should usually 
be disabled for games with higher numbers of players, and 
enabled in games with small numbers of players. [In games 
with four or more players on each team, it is very difficult 
to score when flag markers are enabled.) 

• When you have a hostage under your control in a Rivalry 
game, try to position him between you and enemies as you 
move. If you get the enemy team to kill the hostage, it's 
just as good as getting him to the extraction point [because 
the enemy team loses the same number of points that you 
would gain for extracting him). 

• If you're on the Rainbow team, disable the mercenary 
cameras early. The safest way to do this is to wait for a 
mercenary to use the virus canister, and then start 
disabling the camera as soon as the virus cloud has 
dispersed. There is a recharge timer on the canister that 
gives you enough time to disable the camera before it can 
be used again. 

• If you're a mercenary and you want to re-enable a camera 
that the Rainbow team has disabled, lob a virus grenade to 
choke access to the area near the camera. This gives you a 
few extra seconds if any Rainbow members stumble across 
you. [You are otherwise completely vulnerable while working 
on the camera.) 

• Laser trip mines [a mercenary item) can be very effective if 
used cleverly. For example, place them behind a door that 
opens outward. When someone opens the door, it will 
trigger the mine before the enemy gets a chance to see the 
beam. 

- Use them in tight areas; they are generally ineffective in 
large open spaces or wide hallways. 

- Trip mines are nice for mercenary snipers. Set up camp in 
a spot with a good view and only one or two access 
routes. Then, mine those routes. Listen for exploding 
mines as you snipe; even if they don't kill the enemy, 
they'll alert you whenever someone is nearby. 

- Trip mine beams show up brightly when night vision is on, 
so get in the habit of checking suspicious areas with a 
quick night-vision peek. 

• Whenever a Rivalry or Retrieval games ends in a tied score, 
the round winner is determined by the following tiebreakers: 

- First: The team with more enemy kills. 

- Second: If kills are tied, the team with higher average 
accuracy. 

- Third: Toss of a coin [random winner). Fortunately, this 
almost never happens! 
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